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PREFACE. 



Although within the last fifteen years, many Trea- 
tises and Translations of foreign Authors on Chess 
have been published in this country, and the admirers 
of this long celebrated game seem to be daily increas- 
ing, yet it still continues to be a matter of surprise and 
regret, that no good elementary work on the subject 
has yet been written for the use of beginners. 

Xhat such a work would be eminently useful, cannot 
for a moment be doubted, when it is considered how 
much time is saved in acquiring knowledge by proper 
instruction, and that none are so likely to become first- 
rate players, as those who learn the game on scientific 
principles. 

Anxioi^s that the Amateur may no longer have to 
complain of the want of a guide in the early com- 
mencement of his studies, and convinced how useful 
such a work would have been to me when I first began 
the game, I have written the following pages, in which 
it has been my endeavour to teach the rudiments of 
the game in an easy, and at the same time scientific 
manner, by means of which the reader may be able to 
lay a good foundation for future excellence. 
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I would not have it supposed that none of the works 
written on Chess, profess to teach the beginner, but 
certainly all those which I have seen, whatever their 
pretensions may be, are far from being sufficiently ele- 
mentary to place in the hands of the learner ; even 
Mr. Sarratt's late Treatise, entitled " A new Treatise 
on the Game of Chess, on a plan of progressive im- 
provement ;" in two vols. : the first volume of which, 
was written expressly for the use of inexperienced 
players, is not in my opinion to be recommended to 
beginners as a first book, more particularly as the se- 
cond volume can be comprehended only by good play- 
ers. .As for other works whether under the titles 
of Introduction to Chess; Chess Grammar; Chess 
Exercises ; or by whatever other name they profess to 
teach the learner, they are the compositions, or rather 
the compilations of persons alike ignorant of the theory 
and practice of the game, and who can scarcely be 
said to rank as fourth or fifth-rate players. 

The great objection to the works hitherto published, 
as far as regards the mere learner, is that they com- 
mence too soon with all the pieces, and the reader is, 
expected to manoeuvre alU before he understands the 
use of one or two ; the powers of the pieces are imper- 
fectly taught, and the numerous combinations and diffi- 
culties which so early present themselves to the reader, 
confuse and fatigue him, and he begins to fear that 
very considerable time must elapse before he can be- 
come, with great study and patience, even a moderate 
player ; hence we often hear of persons relinquishing 
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the game because the difficulties they meet with are so 
gteat, of others who have been deterred from attempt- 
iug it because they have been told '^that it is ex- 
tremely difficult," that it requires extraordinary talent 
' to play well, &c. &c. I am however inclined to think 
i that if the reader will peruse the following pages with 
. attention, and not be too anxious to begin playing a 
whole game, he will be gradually learning what every 
Chess player ought to know, and without which it will be 
impossible for him ever to be a first-rate player, and he 
will afterwards play games with more profit and delight 
than if he had at once begun playing with all the 
pieces, probably losing game after game, and as is nsu- 
ally the case without any real improvement. 

I have however no wish to conceal from the reader, 
the difficulties of this noble game, or to deny that it 
> requires much study and practice to become a first, or 
even a second-rate player, but this is not peculiar to 
Chess; for other games and sciences will occupy much 
of a man's time, if he endeavour to become eminent in 
them ; how few first-rate Whist or Billiard players are 
there ; how few excellent mathematicians or astrono- 
mers. But if the reader's ambition be limited to 
equality of play with the majority of players usually 
met with in society ; if he mean to rest satisfied with 
being a third or fourth-rate player, this I think may be 
accomplished without excessive study or loss of time, 
and he may be assured that his delight in the game 
will at least equal that which better players experi- 
ence ; but it is of the utmost importance to this end, 
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that he begin well, that he acquire no bad habits, 
vhich are always difficult to eradicate, and that by 
means of an able instructor, he proceed from that 
wluch is simple and easy, to that which is intricate and 
difficult. This is the method pursued in teaching 
other branches of knowledge, and I have yet to learn 
why Chess should be taught^ differently. 

After giving an explanation of the movements of the 
pieces, of the terms commonly used in Chess, the rela- 
tive value of the pieces, and the laws, I shall proceed 
to point out the powers peculiar to each piece, with 
remarks on the method of playing them properly, illus* 
trated by numerous examples, beginning with the easi* 
est checkmates and proceeding gradually to more diffi- 
cult combinations. 

It will be my endeavour by remarks on the moves 
to shew the principles «on which they are founded and 
by the application of those principles to other situa- 
ations, teach the learner to reason scientifically, and 
avail himself of the errors so frequently committed by 
young players. The experience I have had in teaching 
the game, has convinced me that the plan pursued in 
the following pages, is more likely to form a good 
player speedily, than any other hitherto adopted. 

Should this volume be favourably received by the 
public, it is my intention to write a Treatise instruct- 
ing the Amateur how to begin a game properly and to 
take advantage of any mistake his adversary may com- 
mit in the first six or eight moves : a reason will be 
given for every. move that is not in itself sufficiently 



obvious, and the errors so frequently made, even by 
tolerable players, will be carefully pointed out and 
commented upon. 

I must not omit to mention that I am under consi- 
derable, obligations to a smali work printed at Gampen, 
in 1792, entitied ''X<a superiority aux Echecs mise k 
la port^e de tout le monde, et particulierement des 
dames qui aiment cet amusement/^. The author's name 
is not mentioned."* It is a work of considerable merit 
and the only strictly elementary one I am acquainted 
with. I have also taken from other worka what I 
thought might be useful to the beginner, so that this 
volume cannot perhaps boast of much original matter ; 
and yet if I mistake not, the good player may find in it 
something, if not altogether new to him, at least 
placed in a different light from that in which he has 
been accustomed to view it. The only merit I can 
pretend to, is that of having eoHected together, and ar- 
ranged in a somewhat systematic form, the observations 
and examples that till now ^^fircve only to be met with in 
many volumes, if in doing this, I have been the means 
of facilitating the study -of the game, s^od of increasing 
the number of scientific players, I shall not regret the 
timiB I have devoted to it. 



No. 4, Nassau Street, Soho, 
May 1822. 



* J. F. W. Koch in hb Codex der Schachspielkunst sujfposes it to 
'.< liay&been written by Zailen van Niereld. 
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Abbreviations used throughout the Work. 



Q. 

R. 
B. 
Kt. 
P. 

sq. 

ady. 

chg. 



for 



King or King's. 
Queen or Queen's. 
Rook or Rook's. 
Bishop or Bishop's. 
Knight or Knight's. 
Pawn or Pawn's, 
square, 
adversary's, 
checking. 
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THE GAME OF CHESS, 

ifC» i^c» i^c» 



CHAPTER f. 



THE Chess Board, like that used at Draughts, is 
divided into sixty-four squares marked alternately black 
and white ; when it is properly placed, each player has 
a white comer square on his right hand ; the ranges of 
squares running from right to left are called ranks, and 
those running from one player to the other are called 
^les ; the lines sloping from one side of the board to 
the other are called diagonals. 

Each player has eight pieces, viz. a King, a Queen, 
two Rooks, two Bishops, and two Knights, and also 
eight Pawns: for the sake of distinction one set is usu- 
ally coloured white and the other black or red. 

The method of placing the pieces and pawns previ- 
ous to the commencement of a game is as follows : on 
each corner square is placed a Rook, on the next 
square of the rank a Knight, then a Bishop ; there n^ill 
then be left two squares for th& King and Queen : the 
Queen must be placed on her own colour, viz. the 
white Queen, on a white square, the black Queen on a 
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black square, the remauung aqnare is occupied by 
the Kiag ; the pieces of each player are consequently 
placed (^iposite to those of the same denomination be- 
lon^n^ to his adversary. The Pawns occupy the 
vhole of the second ranks, each piece having one pawn 
immediately before it. The following diagram shews 
the situation of the pieces when properly placed. 



1 sh^U now proceed to explain to you the mores pe- 
culiar to each piece. . 

1. The PattJH moves along the file on which it is 
placed : the first move may be eithei: one or two squares. 
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at the option of the player ; but every succeeding move 
is confined to one square. It is the only piece that is 
not allowed to move backward.. It takes diagomdly to 
the right or left, one square forward, and emrtinues on 
die new file until it capture another piece. A Pawn 
has also the power of taking en passanL for an expla- 
nation of which see Law IS. 

2. The Knight moTes in a very peculiar manner, ra* 
ther difficult to describe : it consists of one square diago<- 
nal, and one square straight: for example, place a 
Knight on a comer square, move it to the adjoining « 
diagonal square and then in a straight line fcNrword or 
sideways to the adjoimng square of a different colour; 
it has therefore the combined moye qf the Rook and 
Bishop, but only one square of each at a time. It is 
the only piece that is allowed to move over another. 

3. The Bishop moves diagonally, forward or back- 
ward, over any nund[>er of squares. 

4. The Rook (also called the Castle) moves in 
straight lines forward, backward or sideways, over any 
number of squares. 

5. T%e Queen can move either like a Rook, or like 
a Bishop. 

6. The ICtn^ moves only one square at a time' (ex- 
cept whien he oMies, which will be presendy explain*- 
ed) either forward, backward, sideways, or diagonally. 

All the pieces excefpt the Pawn take in the direction 
in which they move ; the method of taking is to place 
the piece that takes on the square of the piece taken. 
A player may take or not, as may best suit his purpose, 

r. 



When a Pawn has reached the last square on the ad- 
verse side of the bdard, it assumes the power of any 
piece (except the King) the player chases. 

The game is finished when one of the Kings is checks 
wMted; that is, when the player's King is attacked in 
such a manner that he cannot move him without going 
into the range of another of the adversary's pieces, nor 
take the piece which attacks him, nor interpose one of 
his own pieces between the King and the piece that 
attacks him, or in other words, when he cannot move 
any thing to prevent the adversary, were he to move 
again, from capturing the King. The player whose 
King is thus checkmated lose^ the game. 

The game may also be drawn. See explanation of 
drawn games in the third chapter. 

The relative value of the pieces is as follows : 

A Pawn is of the lowest value. 

A Knight is equal to rather more than three Pawns. 

A Bishop is of the same value as a Knight. 

A Rook is equal to a Knight, and two PSiwns. 

A Queen is equal to two Rooks and a Pawn;. this 
scale applies only to general positions, or at the begin- 
ning of the game : towards the end of the gsaa$ the 
Queen is sometimes worth only two Rooks, or a Rook 
and Bishop. Two Pawns are sometimes equal to a 
Knight, &c. &p. &c. 
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CHAPTER II. 

In the following pages the moves ^ade by each 
player are described in the manner adopted in most 
Chess books, and which I shall now explain to the 
reader. 

In the first place the Chess board is supposed to be 
divided into two equal parts, one of which belongs to 
the black and the other to the white pieces, so that 
each player has four horizontal lines, two of which are 
occupied by the Pieces and Pawns when properly 
placed, previous to the commencement of a game. 
The square on which the King stands, is called the 
King^s square, the Bishop which stands close to him 
is called the King's Bishop, and the square it occupies 
the King's Bishop's square ; the next piece is called the 
King's Knight, and the comer one the King's Rook, 
and the squares they occupy, the King's Knighfs 
square and King's Rook's square. On the other side 
of, and close to the King, is the Queen, on the Queen's 
square; then follow the Queen's Bishop, Queen's 
Knight, and Queen's Rook, on their respective squares; 
' the pieces are consequently divided into those on the 
King's side, and those on the Queen's side. 

On the second line are placed the Pawns which take 
their name from the piece which stands behind them : 
for example, the Pawn which is placed before the 
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King, is called the Kingfs Pawo.^lMit before the Kingfs 
Book, the King^s Rook's PflrWu, and so on with the 
rest. The squares on which the Pawns stand before 
the commencement of^ a game are called the second 
squares of the piece that is placed behind them : for 
example; the King's Pawn is on the Eling^s second 
square, the Queen's Book's Pawn on the Queen's 
Book's second square^ &c.; &e next square is called the 
third square of the piece : for example, two squares 
beyond the Queen's square is called the Queen's third 
square, the next is the Queen's fourth square, and the 
same with the squares of the other pieces ; the square 
beyond the fourth square instead of being called the 
fifth square is usually denominated tibe adversary's 
fourth square, as belonging to his half of the board: 
for exflDBple ; suppose you have a Pawn at your Queen*s 
Rook's fourth square aaoid you move it one square-fur- 
ther, we do not say that it has been played to your 
(^een's Book's fifth square, but to your adversary's 
Que^s Rook's fourth square, md so on with reg^ard 
to the next squares, which are cfdled your adversary's 
third square, second square, &c. Sometimes however, 
we use the expression of fifth square, sixth square, &o. 
When a Pawn has not been moved we sometimes 
say, that it is at its own square, instead of at King^s 
second square. Queen's Knighf s second square, ftc. 
&c. : When it has been advanced one square, we also 
say that it is at its third square, w^t at its second 
square, and so on with the next square which is some- 
times called its fourth square : these are not very cor- 
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rect exi»esaioiu, bst the; bare freqaently been used in 
CfaeSB works. The following diagram will perhaps 
still further assist you is uodentwdiiig the above. 




The sitaatioD of the white pieces in the' above dia- 
gram is described as follows : " 

King at hia third sqnare. 

Qaeeo at adversaiys Qaeen's Rook's second sqnare. 

King's Bishop at adversary's King's Bishop's second 
sqnare. 

King's Knight at Queen's Knighf s third square. 

Queen's Knight at its own square. 
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King's Rook at adversary's King's Rook's third 
square. 

Queen's Rook at its second square. 

King^s Pawn at its fourth square, or at King's fourth 
square. 

Queen's Pawn at its square, or at Queen's second 
square. 

Queen's Rook*s Pawn at adversary's Queen's Rook's 
third square. 

Queen's Bishop's Pawn at adversary's Queen's Bi- 
shop's second square. 

King's Knight's Pawn at King's Knighf s fourth 
square, or at its fourth square. 

Throughout the work the reader is supposed to play 
the white pieces, and is addressed in the second person ; 
the black pieces are supposed to be played by an ima- 
ginary antagonist, who is consequently spoken of in 
the third person. 

* In all situations where, the only object is to point 
out any peculiar property or power of the pieces, or to 
elucidate any remark, the reader is requested not to 
consider the move as good or bad, except, as it an- 
swer the end proposed. 
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CHAPTER Iir, 

ExplanaiioH of the Terms used at Chess. 

Castling. This is a pecQiiar moyement of the King 
and either of the Rooks, and is nsnally made in order 
to place the King in greater security. The method of 
castHng in this country is as follows: first, with the 
King's Rooky the Rook must be placed oi| the 
King's Bishop's square, and the King on the King^s 
Knighfs square; secondly, with the Queen's Rook, 
the Rook must be placed on the Queen's square, and 
the King on the Queen's Bishop's square. For the 
restrictions in castling see Law 16. 

Check. An attack made on the King by a Pawn or 
piece. A simple check is when tiie King is attacked 
only by the piece that moves. A discovered checks or 
a check hy discovery is, when the King is attacked 
not by the piece that moves, but by the one that is 
discovered on the removal of the piece; for example: 
place the white King at his Bishop's third square, a 
black Rook at King^s Bishop's square, and a black 
Bishop at King's Bishop's second square, if you play 
the Bishop to King's Knighfs square, you check the 
white King hy discovery with the Rook. A double 
cheeky is when the King is attacked as well by the piece 
that moves as by the one that is discovered : for exam- 
ple, place the pieces as before, and instead of playing 
the Bishop to King's Knight's square play it to King's 
Rook's fourth square. 

b2 
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Checkmate. When the Sang is so attacked that he 
capnot be moved out of check, take the piece that 
checks him, or interpose any piece, he is said to be 
checkmated, and the game is won by the playi^f giving e^ 
the checkmate. 

Doubled Pawn. This is said of a Pawn Aat is on the ' 

same file widi another : for example, place a Pawn at 

King^s Rook's second square, and another at King^s * 

Rook's third square, the latter is called a doubled 

Pawn. 

. Draum Cktme. When neither party can check|nate 

the other, the game is drawn. There are several 
kinds of drawn games ; first, when the force that re^ 
mains on the board is not sufficient to checkmate, as 
suppose you have only your King and a Bishop, oft a 
Knight, or two Knights, Sec. &c. : eecondfy, when you 
have force sufficient, but are not acquainted with the 
method of checkmating in the ^i(y moves, required by 
the 22d Law ; thirdly, by a perpetual check on the ad- 
verse King ; fourthly, when both players act on liie 
defensive ; neither finding it expedient to attack the 
adyersdocy: fifthly, when each player has the same force 
as a Queen, or Rook, &c. ; and sixthly, when one of the 
Kings is stalemated. 

En prise. When a piece is attacked by another it 
is said to be en prise of the piece that attacks it. To 
put a piece en prise, is to play it so that it may be 
taken by the adversary. It is a French expression. 

To gain the Exchange. When a player wins a 
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Book for a BblK^ or a Knight, h» is said to gain the 
exehange. 

Gambit. This a peculiar beginning of a game in 
which a Pawn is sacrificed ou ike second move by the 
first player% There are two kinds of Gambks, the 
King^s Grambit and the Queen'9 Gambit ; the former 
consists in each player moving his King's Pawn two 
squares for the first move> and then the first player 
moves his King^s Bishop's Pawn two squares, which 
, the second player may take for nothing. The Queen's 
Gambit is begun in a similar manner on the Queen's 
side, each player moves his Queen*s Pawn two squares 
and then the first player, his Queen's Bishop's Pawn, 
two squares. The King's Gambit is an attacking game ; 
but when properly played, the first player ought to lose. 
The Queen's Gambit is not so entertaining as the 
King's, but it is a safer game for the first player. 

Minor piece* The Bishops and Knights are called 
minor pieces. 

Passed Pawn, A Pawn that is not prevented by 
any of the adversary's pawns from reaching the line of 
the adverse pieces is called a passed Pawn: it follows 
of course that the adversary must not have a Pawn on 
the same file, or on either of the adjoining files. 

To Queen a Pawn, or to advance a Pawn to Queen. 
This is said pf a Pawn that reaches the rank of the 
opponent's pieces, and which may then assume the 
power of the Queen, &c. * See the 21st Law. 

Stcdemate. When a player has his King unattacked 
and in such a situation that he ^cannot move him with- 
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out putting him into check and at ike same time has 
no other piece or pawn that can be moTed, his King 
is said to be stalemated, or in a stalemate, and the 
galme is drawn. See the 23d Law. 

To fake en passant. See an explanation of this 
term in the .15th Law. 



CHAPTER IV. 



LAWS OP CHESS. 



No. L 

The Chess board must be so placed that each player 
has a white comer square on his right hand, conse- 
quently the player of the white pieces will have his 
King's Rook on a white square, and the player of the 
black pieces will have his Queen's Rook also on a 
white square. If the Chess board be improperly 
placed, and either player discovers the mistake before 
four moves on each side have been played, he has the 
power of insisting on the Chess board being properly 
placed, and on recommencing the game. But if four 
moves have been played, the Chess board must remajn 
in that position during the whole of the game. 

No. II. 

If a Piece or Pawn be not on its own square, and 
either of the players perceive the mistake previously 
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to his haviug played his fourth moye, he may insist 
on its being rectified ; but if it be not observed until 
each party has played four moves, the mistake is not 
allowed to be altered, and the game must proceed as if 
the pieces had been properly placed. 

No. III. 

If a player should forget to place all his Pieces or 
Pawns on the board, he may add those which he has 
forgotten, provided he discover the omission before 
the fourth move be played; otherwise it wiU be too 
late; and he will be obliged to continue the game 
without those Pieces or Pawns. 

No. IV. 

If a player engage to give his adversary the odds of 
a Piece, Pawn, 8cc., and shall nevertheless forget to 
remove that Piece or Pawn from the board before four 
moves have been played on both sides, he shall be 
compelled to finish the game with all his pieces, and 
thougli he should checkmate his adversary, the game 
shall be considered as drawn, as a penalty for begin- 
ning the game with all his men after having agreed to 
give odds. But if he discover the mistake before his 
fourth move be played, he shall be at liberty to remove 
the piece and begin the game again. 

No; V. 

Where no odds are given, the players must draw 
lots for the first move; after the first game the move 
belongs alternately to each player. If the game be 
drawn, the player who began that game, has the first 
move of the next. 
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No. VL 

A playctr who give« the odds of a piece has invaria- 
bl J the right of moying first* 

N. B. Whenerer a Pawti is given, it is always the 
King^s Bishop's Pawn. 

No. VII. 

A player must play the Piece or Pawn that he has 
touched, unless at the moment of touching it he should 
say ** J^adouhe."* If a piece be not properly placed, or 
if it should fall, the player in rephicing it should say, 
''JPadoube," else his adversary may oblige him to 
more it. 

No. VIII. 

While a player hoUk the piece which he has moved, 
or intends to move, he has a right to play it wher€ he 
likes, but after kiting it go, he cannot recal his move. 

No. IX. 

If a player should tonch any of his adversary's pieces 
or Pawns without saying '' J'adoube/' when he touches 
it, he may be obliged to take that piece if it can be 
taken ; should he be unable to take it, he must move 
his King: but if the King cannot move no penalty can 
be inflicted. 

No. X. 

If a player should inadvertently move one of his ad^ 
versary's pieces, his antagonist may compel him to 
take it, if it can be taken ; to replace it ^ere it stood ; 
or to let it remain on the square'to which he moved it 
through mistake. 

* This is a French expression, and means / arrange, or / rtplaee. 
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Ko. XI. 

If a fdayer should take toy of hb adversary's pieces 
•with oae of \^ owa that cannot take it wi^ut af^U^ 
wuivt^ his antagonist has the option of compelliiig him 
to take it with a piece that can capture it mtkomt a 
false move, or to more the piece which he touched. 

No. XII. 

Should a player inadvertently capture one of his own 
|»eces with another, his adYersary may compel him to 
move either of the two» 

No. XIII. 

He who plays h false move, that is, moves a Piece or 
Pawn to a square that is not within its power, exposes 
himself to the infliction of yarious penalties. His ad- 
versary has the right to oblige him to let the piece 
remain on the square to which he played it, or he may 
compel him to move it to a square within its power, or 
he may oblige him to replace the piece where it pre- 
viously stood, and move his King instead of the Piece. 

No. XIV. 

- If a player should move twice, his adversary has the 

right of compelling him to replace the second piece ; 

but if he prefer it, he may insist upon continuing the 

game as if only one move had been played. 

No. XV. - 

When a Pawn is moved two squares, it may be \ 
taken " en passant" by one of the adversary's Pawns; j 
for example : suppose Black Queen's Knighfa Pawn | 
be unmoved, and White Queen's Bishop's Pawn to be 
at the Black Queen's Bishop's fourth square. If the ! 
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black should move his Queen's Knighf s Pawn two 
squares, the white is allowed the privilege of oBBptasing 
it with his Queen's Bishop's Pawn, which is done by 
removing ^e black Pawn, and placing the white Pawn 
on the black Queen's Knight's third square, as that is 
the square which the white Pawn attacked, and over 
which the black Pawn has passed. 

No. XVL^ 

The King is not flowed to castle in four particular 
cases : first, if he have moved ; secondly, if he be in 
check ; thirdly, if any of the squares over which he 
must move when he castles should be within the range 
of some of the adversary's pieces; and fourthly, if the 
Rook, with which he intended to castle, should have 
previously moved. A player who castles in either of 
these cases is obliged to recal his move, and his adver- 
sary has the option of forcing him to move either his 
King or his Rook. 

No. XVII. 

If a player should touch a piece which he cannot 
move without leaving his King in check, his adversary 
may oblige him to move his King; but if the Sing 
cannot be moved, no penalty can be inflicted. 

No. XVIII. 

Whenever a player attacks his adversary's King, he 
must give notice of it by saying " Check ;" if he neg- 
lect to say *' Check, '^ his adversary is not obliged either 
to move his King or interpose a. piece, Sec. he may 
move any piece without attending to the check. And 
the player w.ho checked without giving notice of it 
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can derive no advantage from the circumstance ; for if 
he should on the next move attack one of his adver- 
sary's pieces^ and say ** Check,'* expecting to capture 
that piece, the player, whose King is in check, may 
recal his last move, and instead of it, move his King 
out of check, or interpose a piece, 8cc. 

No. XIX. 

If the King has been in check for two or more 
moves, and it cannot be ascertained how it first oc- 
curred, the player whose King is in check, is at liberty, 
as soon as he perceives it, to recal hb last move, and 
instead of it, to move his King out of check, or inter- 
pose a piece, &c. 

No. XX. 

If a player should say *** Check" without attacking 
the King, and his adversary should, in consequence, 
move his King, or touch a piece to interpose, 8lc. he 
is at liberty to recal his last move, provided he per<;eives 
that his King is not in check, previous to his adver- 
sary's moving. 

No. XXI. 

When a Pawn has reached its eighth square, or any ,^ 
square on the rank of the opponents pieces, it imme- y 
diately assumes the power of a Qiieen, Rook, or any 
other piece the player chuses. 

No. XXII. 

As the game is drawing to a conclusion, if one of 
the players remain with a Rook and Bishop against a 
Rook, with both Bishops, or with a Knight and Bishop 
against a King, he must checkmate his adversary in 
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fifty m^^4s on eoA suk ai mo$t ; for if at th« expira- 
tion of iSfty moves, eheckiaate he not effected, the 
game must be considered as drawn. It is of course 
understood* that if the player remain with a piece or 
pieces that can checkmate with more ease than the 
above, the same law holds good: for example, if he 
remain with a Queen or a Rook, against a King, &c* 
&c. But if a player agree to checkmate with HptMrti- 
cularpkc€, or Pawu^ or on a particular square ; or 
engage to force his adversary, to stalemate, or to 
checkmate him, be is not restricted to any number of 
moves. 

No. XXIII. 

When the King is stalemated^ neither party has ob- 
tained the victory ; it is a dravm gawie. 

No. XXIV. 

If your adversary should make a false move, c^tle 
imprq[ierly, &c. &c. you must take notice of such irre« 
gularity before you move, or even touch a piece, or 
you are no longer allowed to inflict any penalty. 

No. XXV. 

Should any new situation occur, rei^ecting which 
there is no law, in order to prevent disputes, the play- 
ers should refer the point in question to the most skil- 
ful and disinterested hy^standsrs^ and their decisiim 
must be considered as conclMsive. 
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CHAPTER V. 

On the Power of the Pieces and Pawns. 

I SHALL first hegin by shewing you the power 
peetiliar to the pieces when done on the board — and 
first with 

THE KING. 

In the middle of the board he attacks and defends 
eight squares, on the sides five, and in the corners only 
three squares. 

He has the choice of diree sqaares to attack a square 
fliat is on the same perpendicular or horisontd line; for 
example ; place the King on his fourth square, he has 
evidenfly the choice of three squares to attack the ad- 
Tersar/s King^s third square, or his own Knighfs 
fourth square ; on a diagonal line he has only one 
square, for suppose him placed on his fourth square, 
it is evident that he must more to his King^s Bishop*s 
third square, in order to attack the King's Ejiight's 
second square. At the side of the board he has fire- 
quently only the choice of two squares. ^ 

A square w4iich he already attacks or defends, may 
be attacked or defended in four, or at least in two 
other places. He has the power of castling under 
certain restrictions, (for which see the laws.) 

He cannot be attacked by the adverse King. 
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THE QUEEN. 

In the middle of the board she attacks, and conse- 
quently defends 27 squares (for every square that is 
attacked by a piece is also defended by it ;) if placed 
nearer the side, for exanq)le, on her own third square 
she commands 25 squares ; and on the side of the 
board 21 squares. She has usually the choice of seve- 
ral squares to attack or defend a piece. 

She is equal in value to two Rooks and a Pawn at 
the beginning and in the middle of the game, but to- 
wards the end her value rather diminishes, or more 
properly, the power of the other pieces increases, and 
she is then not worth more than two Books. 

All the pieces that attack her are obliged to put 
themselve en prise, except the Knight. 

She has the power of check-mating the adversary 
with the assistance of the King only. 

She check-mates, or draws the game by a perpetual 
check, or by a stale-mate with greater facility than any 
other piece. 

The adverse King can never approach her nearer 
than the move of a Knight. 

THE ROOK. 

The Rook is the next piece in value to the Queen ; 
it attacks 14 squares wherever it may be placed ; it is 
the only piece whose power does not diminish as it 
approaches the side of the board. 

It has usually the choice of two squares to attack or 
defend any particular square. 
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It is equal in value to a Bishop and two Pawns, or a 
Knight and two Pawns. 

Its power increases towards the end of the game. 

It has the power of check-mating the adversary with 
the assistance of its own King. 

It usually draws the game easier than the Bishop 
or the Knight. 

THE BISHOP. 

In the middle of the board, the Bishop attacks and 
defends 13 squares, towards the side 11 or 9 squares, 
on the side of the board only 7 squares. 

Except on the sides of the board, it has the choice 
of two squares to attack any given square. 

It is worth rather more than three Pawns, and is 
generaOy considered of the same value as the Knight. 

THE KNIGHT. 

In the middle of the board the Knight attacks and 
defends eight squares, near the sides of the board six, 
on the sides four, and in the corners only two squares. 

It is the only piece that is permitted to play over 
others. 

. It has generally the choice of two. squares to attack 
or defend a given square. 

It is worth rather more than three pawns. 

It attacks all the pieces except the Knight, without 
putting itself en prise. 

Its attacks are of that nature that they cannot be 
counteracted by interposing any piece. 
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It has been already observed that a Bishop and 
Knight are usually considered of eqaal value ; the 
following extract from Cabrera's scarce and va- 
luable Treatise will *ew you the advantages each 
possesses. ^ 



The advantages the Bishop possesses over the Knight 

are as follows, 

1. The Bishop acts at a distance which the Knight 
does not. 

3. Two Bishops can check-mate. Two Knights can 
not. 

3. Two Bidiopg^ by occupying two lines^ prevent 
the advance of the adverse King, which two Knigbts 
do not. 

4. Two Bishops often draw the game against a 
Queen : two Kni^ts scarcely ever. 

5. A Bishop and Pawn may support each other ; 
this is not the case with a Knight and Pawn. 

6. The Bishop, in covering a diagonal check, attacks 
the piece which checks ; the Knight has no such power. 

7. A Bishop and Rook oft^ner win against a Rook, 
than a Knight and Rook. 

8. The King cannot confine the Bishop and take it; 
a Knight he frequently can. 

9. The Bishop can often confine the Kntghi, for 
example : su^qpose a Knight on your K. R. square, by 
playing your Bishop to your K. square, or to your KJSL 
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It moves straight forward, but it attacks, defends, 
-and takes diagonally like the Bishop. 

It has the power of moving one or two squares for 
its first move. 

It has ihe power of taking en passant, that is, when 
;an adverse pawn is played two squares, if it passes a 
square which is defended by one of your Pawns, you 
have the option of taking it or not with your Pawn, in 
the same manner as if it had moved one square only ; 
for example: suppose you have a Pawn at your adver- 
sary's Queen's Bishop's fourth square, and your adver- 
sary's Queen^s Pawn is at its square, if he move the 
Pawn two squares^ it passes over his Queen's third 
square, which is attacked by your Pawn, ^nd you 
have the privilege of taking it and placing your own on 
his Queen's third square, as if he had moved it only one 
square. 

It is the only piece that cannot retrograde. 

When it has reached the eighth square, or last line, 
it assumes the power of any piece the player chuses. 

It is of less value than any of the other pieces. 
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Method of Checkmating with the ^Queen. 






FIRST SITUATION. 

WHITE PIECES. BLACK PIECES. 

King at adversary's King's third square King at his square 
Queen at adversary's Q. R. second square 

White having the move can checkmate by playing 
the Queen to adverse King's second square, to ad- 
verse Q. R. square, or to adverse Q. Kt. square: but 
suppose the Black to begin, still the White will check- 
imn&ediately, for the Black must play either to 
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CHAPTER VI. *" 

h 



\ 



t 



I SHALL now proceed to instruct you in/the me- 
thod of winning the game with your King and Queen 
against your adversary's King. This is one of the 
easiest checkmates, the study of which will, however, tt 

materially improve you, and enable you to play your ^ 
King and Queen with advantage in many situations. ^ 

In order to effect this checkmate, it is absolutely ne- 
cessary that the adverse King be forced to one of the t 
sides of the board, and that your King be brought ^ 
within one square of his — for example : 






* 
; 



.\ 



87 



Ir ' 



Qiie.en's square or to K. B. square : if the former. 
White will check -mate by playing Queen to adv. Q. 
second square, or to adv. Q. Kt. square ; and if the 
latter, by playing her to adv. K. B. second square.. 
It appears from this that it is not necessary that the 
two Kings should be exactly opposite mch. other. 
But suppose the black King» instead of being at his 
own squttre, were at his Knighfs square, you can now 
checkmate in two moves, if you play properly; you 
must not check with your Queen at adv. Q. B. square, 
^because he would be able to quit the last line, or side 
of the board, where I have already told you he must 
be forced to move before you can checkmate him. It 
would also be bad plsfy to check with your Queen at 
adv. K. B. second square, because he would move to 
his Rook's squsffe, and you would be obliged to re- 
move the Queen ; for if you played the King, the 
game would be drawn, owing to his King being stale- 
mated. 

What aught I then to play ? 

You should move your King to adv. K. B. third 
square, and he cannot possibly avoid being check- 
mated the next move by your playing your Queen to 
adv. K. B. second square, or to adv. K. Kt. second 
square. 

Let us now examine another position which will 
shew you the power the Queen has of forcing the 
King to move to the offpoAie side of the board. 
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CHAPTER VI. 

t. 

Method of Checkmating with the ^Queen. 

I SHALL, now proceed to iHstruct you iu/the me- 
thod of wiuning the game with your King and Queen 
against your adversary's King. This is one of the 
easiest checkmates, the study of which will, however, 
materially improve you, and enable you to play your 
King and Queen with advantage in many situations. 
In order to effect this checkmate, it is absolutely ne- 
cessary that the adverse King be forced to one of the 
sides of the board, and that your King be brought 
within one square of his — for example : 
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FIRST SITUATION. 

WHITE PtECES. BLACK PIECES. 

King at adversary's King's third square King at his square 
Queen at adversary's Q. R. second square 

1 

White having the move can checkmate by playing • i|y 
the Queen to adverse King's second square, to ad- 
verse Q. R. square, or to adverse Q. Kt. square : but 
suppose the Black to begin, still the White will check- 
mate imnlediately, for the Black must play either to 
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Qae.en's square or to K. B. square : if the former^ 
White will check -mate by playing Queen to adv. Q. 
second square, or to adv. Q. Kt. square ; and if the 
.latter^ by playing her to adv. K. B. second square. 
It appears from this that it is not necessary that the 
two Kings should be exactly opposite ouch other. 
But suppose the black King, instead of being at his 
own square, were at his Knighf s square, you can now 
chedonate in two moves, if you play {properly; you 
must not check with your Queen at adv. Q. R. square, 
* because he would be able to quit the last line, or side 
of the board, where I have already told you he must 
be forced to move before you can checkmate him. It 
would also be bad plsi^ to check with your Queen at 
adv. K. B. second square, because he would move to 
his Rook's squiffe, and you would be obliged to re- 
move the Queen ; for if you played the King, the 
game would be drawn, owing to his King being stale- 
mated. 

What aught I then to plag ? 

You should move your King to adv. K. B. third 
square, and he cannot possibly avoid being check- 
mated the next move by your playing your Queen to 
adv. K. B. second square, or to adv. K. Kt. second 
square. 

Let us now examine another position which will 
shew you the power the Queen has of forcing the 
King to move to the opposite side of the board. 












t 



28 



SECOND SITUATION. 

WHITE. BLACK. 

King at adv. Q. Kt. third square King at his Bishop's square 
Queen at adv. Q. R« second square. 

In this situation, bis King being already on tbe last 
line, it would be very bad play to check him with your 
Queen, because he would play the King towards the 
middle of the board, and you would have the trouble 
of compelling him to the side. You may checimate 
him in two ways. 

In the first place, 

WHITE. BLACK. 

1. K. to adv. Q. B. third square 1. K. to K. Kt. square 

2. K, to adv. Q. third square 2. K. to K. R. square 

3. K. to adv. K. third squai'e 3^ K. to K. Kt. square 

4. K. to adv. K. B. third square 4. K. to K. B. or K. R. square 

5. Q. checlunates at adv. K. B. second square or K. Kt. second square. 

This method is very simple, but the other is more 
masterly and shorter; replace the pieces and play 

4 

Jn the ieamd place, 

WHJTE. BLACK. 

1. Q. to adv. K. R. second square 1. K. to his square 

2. Q. to adv. K. Kt. seoHid square 2. K. to Q. square 

3. Q. to adv. K. B. second square 3. K. to 0* B. square 

4. Q. checkmates at adv. K. square, or at adv. Q. B. second square • 

In this manner you checkmate without moving 
your King, as the power of your Queen enables yon 
to force his King to move towards your's. 
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THIRD SITUATION. 

WHITE. BLACK. 

K. at adr. third square K. at K. B. square 

Q. at Q. R.^C^quare 

The checkmate though very simple, would be over- 
looked by many young players : some would check at 
adv. K. B. third square ; others would play Q. to adv. 
Q. R. second square, and then move tibe K. to adv. 
K. B. third square: the proper move is to play the Q. 
to adv. K. R. square, giving checkmate. 



« FOURTH SITUATION. 

WHITE BLACK. 

K. at ady«;K. third square K. at K. B. square 

Q. at Q. Kt. thirdTsquare 

It is evident, that if his King were at his own 
square, in opposition to your's, you would immediately 
checkmate, by playing your Queen to his Q. Kt. 
square ; by playing in the following manner, you force 
his King opposite your's, and you checkmate the fol- 
lowing move : e. g. 

WHITE. BLACK. ^ 

1 . Q. to K. Kt. third square 1 . Is compelled to play K. to his 

2. Q. to adv. K. Kt. square, and own square 

checkmates. 

Observe attentively the first move, which is ex-/ 
tremely useful in checkmating with a Queen, or Rook, 
it is the only move that enables you to win in two 
mores. 
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I shall now shew you how to force the adverse King 
to the side of the boards which is indispensible before 
you can checkmate with the Queen. 



FIFTH SITUATION. 

WHITE. BLACK. 

Kiog at lu8 &q«are Kbg at adv. K. third square 

Queen at her square 

WHITE TO MOVE. 

A 

1. Q. to adv. Q. fourth square 1. K. to adv. K. B. fourth square 

' 2. K. to K. B. second square 2. K. to adv. K. Kt. fourth square 

3. O. to adv. K. fourth square 3. K. to adv. K. R. fourth square 

for if he play to adv. K. R. tlilrd square^ you wUl x^eckmate at ' 
your K. Kt. third square 

4. K. to K. B. third square 4. K. to adv. K. R. third Square 

5. Q. to K. Kt. third square^ or to adv. K. R. Square, or to adv. k. R. 

fourth square and checkmates 

In the above position as his King is nearer to your 
King's Rook's side of the board than to any other, you 
should endeaTOur to force him to move towards it, 
this you eflTect by playing your Queen to his Q. fourtii 
square ; had you checked at your K; second square, 
or at Q. Kt. third square, you would have played HI, 
because he would have moved the K. into one of th^ 
centre squares, and he would be as fisur removed from 
the side of the board as he was at the betginnin^.' .J 
. Your second move (K. to K. B. second square), prer 's 
vents his returning to your K. third square, an4 
forces him nearer the side of the board, by com^. 
ling him to move to your Knighf s file : your duf^ 
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move is much better than if you had checked him, 
becaase it obliges him to move to your R. fourth 
square; had you on the fourth move, pursuing the 
same system^ inadvertently moved your Q. to adv. 
K. B. fourth square, you would have stalemated your 
adversary; as the Queen attacks more squares than any 
oflier piece, you must be very carefnl when you have to 
checkmate with the Queen, that you do not stalemate 
your adversary, by playing her improperly. 



WHITE. 

K, at bis square 
Q. at her square 



SIXTH SITUATION. 

BLACK. 

* K. at bis third squire 

WHITE TO MOVE. 

1. K. to K. B. second square 

2. K. to his square 

3. K. to K. B. square 

4. K. to bis square 

5. K. to K. B. square 

6. K. to K. Kt. square 

7. K. to K. B. square 

8. K. to bts square or to K. Kt. sq. 



1. Q. to adv. Q. square 

' 2. Q. to adv. Q. third square 

3. Q. to adv. Q. B. second sqiui-e 

4. K. to K. B. second square 

5. K. to K. B. third square 

6. K. to K. B. fourth square 

7. K. to adv. K. B. fourth square 

8. K. to adv. K. B. third square 

9. Q. checkmates at adv. K. second square, or K. Kt. second square 

Observe, that you have not given him ope check be- 
fore you checkmated him : this will shew you that it is 
by no means necessary to check frequently with the 
Queen ; it is often bad play, as the Queen from her 
peculiar power, is able, without the assistance of the 
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It has been already observed that a Bishop and 
Knight are usually considered of equal value ; the 
following extract from Carrera's scarce and va- 
luable Treatise will Aew you the advantages each 
possesses. ^ 



The advantages the Bishop possesses over the Knight 

are as follows. 

1. The Bishop acts at a distance which the Knight 
does not. 

2. Two Bishops can check-mate. Two Knights can 
not. 

3. Two Bidii^i^ by occupying two lines, prevent 
the advance of the adverse King, whidi two Knights 
do not. 

4. Two Bishops often draw the game against a 
Queen : two Knights scarcely ever. 

5. A Bishop and Pawn may support each other; 
this is not the case with a Knight and Pawn. 

6. The Bishop, in covering a diagonal check, attacks 
the piece which checks ; the Knight has no such power. 

7. A Bishop and Rook oft^ner win against a Bx>ok, 
than a Knight and Rook. 

8. The King caiuiot confine the Bishop aad take it; 
a Knight he frequently can. 

9. The Bishop can often confine the Knight, for 
example : suppose a Knight on your K R. square, by 
playing your Bishop to your K. square, or to your KJQL 
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Qae.en's square or to K. B. square : if the former^ 
White will check -mate by playing Queen to ady. Q. 
second square, or to adv. Q. Kt. square ; and if the 
latter, by playing her to adv. K. B. second square.. 
It appears from this that it is not necessary that the 
two Kings should be exactly opposite ^ch other. 
But suppose the black King, instead of being at his 
own square, were at his Knighf s square, you can now 
chedanate in two mores, if you play properiy; you 
mrust not check with your Queen at adv. Q. B. square, 
^ because he would be able to quit the last line, or side 
of the board, where I have already told you he must 
be forced to move before you can checkmate him. It 
would also be bad plsiy to check with your Queen at 
adv. K. B. second square, because he would move to 
his Rook's squiffe, and you would be obliged to re- 
move the Queen ; for if you played the King, the 
game would be drawn, owing to his King being stale- 
mated. 

What ought I then to play ? 

You should move your King to adv. K. B. third 
square, and he cannot possibly avoid being check- 
mated the next move by your playing your Queen to 
adv. K. B. second square, or to adv. K. Kt. second 
square. 

Let us now examine another position which will 
shew you the power the Queen has of forcing the 
King to move to tiie cjipoate side of the board. 
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CHAPTER VI. 



Method of Checkmating with the ^Queen. 



I SHALL, now proceed to instruct you ia^e me- 
thod of wiuning the game with your King and Queen 
against your adversary's King. This is one of the 
easiest checkmates, the study of which will, however, 
materially improve you, and enable you to play your 
King and Queen with advantage in many situations. 
In order to effect this checkmate, it is absolutely ne- 
cessary that the adverse King be forced to one of the 
sides of the board, and that your King be brought 
within one square of his — for example : 



FIRST SITUATION. 



WHITE PIECES. BLACK PIECES. 

King at adversary's King's third square King at his square 
Queen at adversary's Q. R. second square 

White having the move can checkmate by playing 
the Queen to adverse King's second square, to ad- 
verse Q. R. square, or to adverse Q. Kt. square : but 
suppose the Black to begin, still the White will check- 
mate imnkediately, for the Black must play either to 
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Qae,en's square or to K. B. square : if the former^ 
White will check -mate by playing Queen to adv. Q. 
second square, or to adv. Q. Kt. square ; and if the 
.latter, by playing her to adv. K. B. second square. 
It appears from this that it is not necessary that the 
two Kings should be exaetly opposite ^ch otiber. 
But suj^ose the black Kmg, instead of being at his 
own squMre, were at his Knighf s square, you can now 
checkmate in two mores, if you play properly; you 
nrast not check with your Queen at adv. Q. B. square, 
* because he would be able to quit the last line, or side 
of the board, where I have already told you he must 
be forced to move before you can checkmate him. It 
would also be bad plsfy to check with your Queen at 
adv. K. B. second square, because he would move to 
his Rook's squiffe, and you would be obliged to re- 
move the Queen ; for if you played the King, the 
game would be drawn, owing to his King being stale- 
mated. 

What aught I then to play ? 

You should move your King to adv. K. B. third 
square, and he cannot possibly avoid being check- 
mated the next move by your playing your Queen to 
adv. K. B. second square, or to adv. K. Kt. second 
square. 

Let us now examine another position which will 
shew you the power the Queen has of forcing the 
King to move to the opposite side of the board. 
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SECOND SITUATION. 

WHITE. BLACK. 

King at adv. Q. Kt. third square King at his Bishop's square 
Queen at adv. Q. R, second square. 

In this situation, bis King being already on the last 
line, it would be very bad play to check him with your 
Queen, because he would play the King towards the 
middle of the board, and you would have the trouble 
of compelling hun to the side. You may checimate 
him in two ways. 

In the first place. 

WHITE. BLACK. 

1. K. to adv. Q. B. third square 1. K. to K. Kt. square 

2. K, to adv. Q. third square 2. K. to K. R. square 

3. K. to adv. K. third square 3^ K. to K. Kt. square 

4. K. to adv. K. B. third square 4. K. to K. B. or K. R. square 

5. Q. checkmates at adv. K. B. second square or K. Kt. second square. 

This method is very simple, but the other is more 
masterly and shorter; replace the pieces and play 

« 

In the iecand place, 

WHJTE. BLACK. 

1. Q. to adv. K. R. second square 1. K. to his square 

2. Q. to adv. K. Kt. second square 2. K. to Q. square 

3. Q. to adv. K. B. second square 3. K. to Q. B. square 

4. Q. checkmates at adv. K. square, or at adv. Q. B. second square 

In this manner you checkmate without moving 
your King, as the power of your Queen enables you 
to force his King to move towards your's. 
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THIRD SITUATION. 

WHITE. BLACK. 

K. at adr. third square K. at K. B. square 

Q. at Q. R.^^L^quare 

The checkmate though very simple, would be over- 
looked by many young players : some would check at 
adv. K. B. third square ; others would play Q. to adv. 
Q. R. second square, and then move the K. to adv. 
K. B. third square: the proper move is to play the Q. 
to adv. K. R. square, giving checkmate. 



« FOURTH SITUATION. 

WHITE BLACK. 

K. at adv^ K. third square K. at K. B. square 

Q. at Q. Kt. third square 

It is evident, that if his King were at his own 
square, in opposition to your's, you would immediately 
checkmate, by playing your Queen to his Q. Kt. 
square ; by playing in the following manner, you force 
his King ojq^osite your's, and you checkmate the fol- 
lowing move : e. g. 

WHITE. BLACK. «. 

1. Q. to K. Kt. third square 1. Is compelled to piay K. to his 

2. Q. to adv. K. Kt. square, and own square 

checkmates. 

Observe attentively the first move, which is ex- 
tremely useful in checkmating with a Queen, or Rook, 
it is the only move that enables you to win in two 
mores. 
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CHAPTER IX. 

Method of winning with a Queen against two Knights, 

It is rather difficult to win with a Queen against two 
Knights. If the Knights support each other, it will be 
neceasary to foarce one of them to more, either by pre- 
venting the King from moving, or by threatening him 
with an immediate checkmate ; when you have forced 
him to move one of the Knights, you will find it easy, 
by a divergent check, to win one of them ; the game 
will then be reduced to a Queen againsrt a Knight, 
which has been already given. Be very careful in 
playing your King and Queen, that he may not check 
them both at the same time ; this is easily prevented 
by moving them on different coloured squares. In one 
. situation which I shall shew you, the two Knights 
draw the game against the Queen. 



FIRST SITUATION. 



WHITE. 

K. at K. R. lecond square 
Q. at adv. Q. R. square 



BLACK. . 

K. at adv. Q. fourth square 

K. Kt. at K. fourth >sqaare 

Q. Kt« at •adv. Q« B^ fourth square 
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WHITB TO MOV£. 

1. K. to K. Kt. tbifd squire 1. K. to adj. Q. third square 

2. Q. to adv. Q. 4 iq. and checks. 2. K. to adv. Q. B. tUrd square 

3. K. to S. B. fourth square 3. K. Kt. to adv. Q. 3 sq. & diecks 

4. K. to K. B. third square 4. K. Kt. to K. fourth sq.and checks 

5 . K. to his liffurtii square ft. K. to adr. Q. Kt. ^ird square 

6. K. to Q. fourth square 6. If he play K. to adv. Q. R. 4 sq. 

you should play K. to Q. B. 3 square, which would force him to 
move one of the Koight8> for if he were to play the King to adr. 
Q. R. 8 square, you would diodkmate him with the Queen at adr. - 
Q. R. square, -therefore K. to adr. Q. Kt.4 sq. or (A) (B) 

7. Q. to adv. Q. Kt.3 sq. ft checks 7. K. to adv. Q. R. fourth square 

8. K. to adv. Q. B. fourth square 8. K. to adr. Q. B. third square 

9. Q. to Q. Kt. 4 square & cbedcs 9. K. to adr. Q. R.'8ecoAd square 

10. K. to adv. Q. fourth square 10. K. to adr. Q. R. square 

11. Q. to Q. Kt. third square 11. Is now compelled to move one ^ 

of the Knights : if he check your King with Q* Kt., yoa will take 
the K. Kt., and if he attack your Q. with Q. Kt. you will win the 
other by checking at ysowr Q. B. 3 square. . » -yyy m , 

^^ V>^ -^^ 6. K. to adv. a. Kt. second square 

7. Q. to adv. Q. Kt. 2 sq. & checks 7. If he play K. to adv. Q. R. square 
you should play Q. to Q. Kt. 3 square. If he play K. to adv. Q. 
R. 2 or 3 square, you should play K. to Q. B. 3 square. If be 
play K. to adv. Q. B. 2 square, you should play Q. to adv. Q. Kt. 
4 square, see Var. (B.) But if he phiy 

K. to adr. Q. B. squitfe 

8. Q. to K. Kt. second square 8. If he play K. to adv. 4^ Kt. sq. 

you sboidd move your King to Q. B. 3; square./ But if he play 

K. to adv,, Q. square 

9. Q. to K. B. second square 9. K. to adv. Q. B. square 

10. K. to Q. B. third square 10. K. to adv. Q. Kt. square 

11. Q. to Q. B. 2 square & checks 11. K. to adv. Q. R. square 

12. K. to Q. fourth square, and win one of the Kqjghts. 
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<B.) 

6. K. to adv. Q. B. 2 Miure 

7. Q. to adr. Q. Kt. 4 square 7. K. to adv. Q. 2 sq[iiafe 

8. Q. to a Kt. 3 square 8. If he check with K. Kt. at Q. 

B. 3 square, yon must not take the Q. Kt. because he would 
checiE King and Queen at Q. R. 4 square ; you ou|^t to pby K. 
to his 4 square, and afterwards to adv. Q. 4 square ; but should 
he play K. to adv. K. second square 

9. Q. to K. Kt. third square 9. K. to adv. Q. second square 

10. Q. to K. B. second sq. & checks* 10. If he ph^r K. to adv. Q. square, 

you should play K. to Q. B. third square, therefore, 

K. to Q. B. square 

11. K. to Q. B. third square 11. K. to adv. Q. Kt sqqare 

12. Q. to Q. B. second square checks, and then plays K. to Q. Ibnrtb sq. 

as before. 



^ SECOND SITUATION. 

WHITE. BLACK. 

K. at K. R. square K. at adv. K. fourth square 

Q. at her square K. Kt. at adv. K. R. fourth ^uare 

Q. Kt. at adv. K. B. third square 

In this situation the game is drawn, because your 
King is prevented by the Knights from assisting the 
Queen to force one of the Knights to move. The 
Black mast keep his King near the Knights, and avoid 
playing to the side of the board that the Qaeen alone 
may not be able to prevent his moving, and consequently 
compel him to move one of the Knights, 
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CHAPTER X. 



A Queen agaitut a Bithop and Knight. 

m 

The Queen generally wins the game agpainst a Bishop 
and Knight without much difficulty, as these pieces do 
not support each other like two Knights. By attend* 
ing to the instructions already given, you will soon be 
able to give this checkmate ; I shall therefore confine 
myself to giving you the following situation, in which 
a Bishop and Knight draw against a Queen, 



SITUATION. 

WHITE. " ' BLACK. 

K. at K. R. square K. at ad?. K. Kt. third sqoare 

Q. at Q. R. fourth square B. at adv. K. R. third square 

Kt. at K. B. second square 

In this position Black having the move, can draw the 
game by checking with the Bishop at adv. K. Kt. se- 
cond ^uare, and then playing Kt. to K. Kt. fourth 
square, menacing checkmate at adv. K. B. third square,, 
and also at adv. K. R. third square ; you are, therefore, 
obliged to check with the Queen at Q. R. or Q. Kt. 
third square ; he will then interpose the Knight check- 
ing you, and you are forced to take the Knight for the 
Queen. 
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CHAPTER XI. 

A Quemi against two JSuS^g^. 

%^ 
The Queen also generally wins i^gainst two Bishops ; 

as it, howeyer, ^sometimes happens that the Bishops 

draw the game, I shall give yon a sitnatioB, in which I 

shall instmet you how to piay the Bishops properly, in 

order to draw the game; for example : 



SITUATION. 

WHITE. 'BLACK. 

K. at K. Kt. square K. at K. Kt. foortb square 

Q. B. at K. Kt. tklrd square Q. at Q. R. fourth square 

K. B. at its third squai-e 

WHITIQ TO MOVE. 

1. K. to K. Kt. second square 1. Q.to adv. Q. second sq.& checks 

2. K. to K. Kt. square, if. Instead of this move, you had interposed the 

Q, B. you would have lost l4ie game. See the variation. 

2. Q. to adv. K. 3d. square &checte 

3. K. to K. Kt. second square 3. K. to K. B. fourth square 

4. Q. B. to K. R. second square 4. Q, to adv. Q. second sq. & check 9 

5. K. to K. Kt. third square 5. Q, to adv. K. square and checks 

6. K. to K. Kt. second square 6. K. to K. Kt. fourth square 

7. Q. B. to K. Kt. third square 7. Q. to adv. K. third square 

8. Q. B. to K. R. second square 8. Q. to adv. Q« second sq« ftdiacks 

9. K. to K.Kt. titird«|uare 9. Q, to adv. K. square and checks 
'' to K. Kt. second square 10. K. to adv. K« R. fourth square 



11. If yoa wen to play Q. B. to K. Kt. square^ yon would lose the K. B. 

tiy a check from the Qneea at your K. Kt, third 8(|iiare. If you 

moFC K. B. to adr. Q. Kt« aeoond a<iuare> or to adv. Q. R. 8c(iiare» 

yoa would equally lose the game, (see A.) You ought to play 

Q. B. to K. B. fourth square U. Q. moves any where 

13. Q. B. to K« Kt. third square checks and you have the same position 
as before> and tjms the game is drawn, as your two Bishops when 
properly played^effectually prevent the approach of the adverse 

11. K. B. to adv. Q. R. square 11. Q. to adv. Q. secoqd sq. & checks 

12. K. to K. R. square 12. Q. to adv. Q. B. square & checks 

13. If you play the King, he will check you on the Knight's file, and then 

on the Rook's, and will gain K. B. therefore 
^ Q. B. to K. Kt. square 13. K. to adv. K. Kt. third square 

14. K. B. any where 14. Q. to i. R. third square, checks 
'- * V and wins the game 

i\ ^ ^ 
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u /.i ^/-^ ^ VARIATION. 

1. K. to K. Kt. second square I . Q. to adr. Q. second sq. & checks 

2. Q. B. to K. B. aeeond square ; 2. K. to adv.^ K. B. fourth square 

this move loses you the game. 

3. Y9U are now compelled to move the K. B*, and if you i^ it to adv. 

K. R. fourth square, he will win U by a check with the Queen at 
her fourth sqmure. You may, however, play the BSshop 

Ist. to adv. Q. B. third square 
2d. to adv. Q. Kt. second square 
3d. to adv. Q. R. square 

No. 1. 

3. K. B. to adv. Q. B. third square 3. Q, to adv. Q. B. secjond square 

4. If you play K. B. to adv. K. square, he wiU check you at your King's 

fourth ^square. If you play K. B. to its third square, he will 
check you at his K. Kt. third square. If K. B. to adv. Q. fourth 
square, he will check you first at K..Kt. third square, then at K.^. 



fourth square, or at ad?. Q. third square. If K. B. to adv. Q. 

Kt. fourth or second square, he will check you at the K. Kt. third 

square, then at K. R. second or fourth square, or at adv. Q. Kt. 

square, and wins the K. B. If you play K. B. to adv. Q. R. square 
>, (see No. 3.) You may also play 

K. B. to adv. Q. second square 4. Q.'td adv. K. fourth square and 

checki 

In the firtt place, 

5. K. to K. Kt. square, for if you had played K. to K. R. third square, 

th^ Qoeen would immediately have checkmated you, and if you 
had moved the King to K. B. square, you would have lost K. B. 
by a check from the Queen at your Q. third square. 

5. K. to adv. K. B. third square 

6. If you move K. ^ to K. R. third square, or to adv. Q« Kt. fourth 

square, he will check with Q. at your Q. Kt. square, you must 
interpose K. B., he will then repeat the check at his K. Kt. third 
square, and will gadn a Bishop. If you play K. B. to any other 
square, he will check at your Q. Kt. square, and will gain the 
Q. B. If you play Q. B., he will dieck you at your Q. Kt. square, 
(hen at your Q. B. second square, and afterwards checkmate you 
either at his K. R. second square, or at your K. Kt. second square. 
But if instead of playing either of your Bishops, your were to 
move your King to K. B. square, he would check you at your K. 
second square then take Q. B. and afterwards checkmate you 
at your K. Kt. second square. 

In the eecond place. 

5. K. to K. R. second square 5. K. to adv. K. B. third square 

6. If you play K. to K. Kt. square you will lose Q. B. by a check at your 

Q. Kt. square, but if you play 
Q. B. to K. Kt. third sq. 6. Q. to adv. Q. B. 2d. sq. & checks 

7. K. to K. R. third square 7. Q. to K. R. second square checks 

and wins K. B. 
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No. 2. 

3. K. B. to adv. Q. Kt. second sq. 3. Q. to adv. Q. R. second square 

4. If you play K. to K. B. or K. Kt. square, you will lose K. B. by a 

check at your Q. Kt. square. If you play K. B. to adv. Q. B. 
' square, or to its third square, he will gdn it by checking at his 
Kt. square, but if you play 
K. B. to adv. Q. B. 3 square 4. Q. to K. Kt. square and checks 

5. If you play K. to K. B. square, yon will lose K. B. by a check at 

your Q. B. fourth square. If you move K. to K. R. third 
square, you will also lose the B. by a check at Q. B. square, 
therefore 

K. to K. R. square or to K. R. 

second square 5. Q. to K. R. 2d. sq. & checks 

6. K. to K. Kt. square, in order to 6. Q. to adv. Q. Kt. sq. and checks 

interpose K. B. if Black check at K. Kt. third-square 

7. If you play K. to K. R. second square, he will gain one of the B. by 

playing Q. to adv. Q. B. second square, and if you play K. to K 
Kt. second square, he will equally gain a B. by checking with his 
Q. at K. Kt. third square. 

No. 3. 

3. K. B. to adv.lpL R. square 3, Q. to adv. Q. R. second square 

4. If you play K. B. to its third square, he will check you at his K. Kt. 

square and gain a B. If you play K. B. to adv. Q. B. third 
square, he will play as in No. 2,therefore, 
K. B. to adv. Q. Kt. second sq. 4. Q. to adv. Q. Kt. 3d. square 

5. If you ]^ay K. B. to adv. Q. R. square or to adv. Q. B. square, you 

will lose it by a check at hisK. Kt. square. If you playK. B. to 
adv. Q. B. third square, he will check with Q. at K. Kt. square, 
as in No. 2, but if yoa play 
K. B. to adv. Q. R. third square 5. Q. to her fourth sq. and checks 

6. If you play K. to K. R. third square, yon will be checkmated at your 
f y - K. R. souare. Supptose you therefore play J^^^dt?*^^^^*^ ^** 7 

y, K. to K. Ke. BOiiare ^ 6. K. to adv. K. B. third square 



7. If yoo play K. B. to its square, you will lose a B. by his checking you 
at lus K. Kt. fourth square. If you play K. B. to adv. Q. B. 
square, he will also win a Bishop either by checking you at your « 
Q. square, or at his K. Kt. square. If you play Q. B. to adv. Q. 
Kt. third squase, or to adv. Q. R. second square, he will check 
you at his K. Kt. fourth square, and afterwards checkmate you, 
either at your Q. B. square, or at your K. Kt» second square. 
If you play Q. B. to K. R. fourth square, you witi lose it by his 
checking you at your Q. fourth square^ If you play Q. B. to K. 
square, he will check yon at your K. Kt. fourth square and then 
checkmate you at your K. Kt. second square. And if 
K. to K. B. square 7. Q. to adv. Q. square and diecks 

8. Q. B. interposes 8. K. to adv. K. third square 

9. K. B. to Q. B. fourth square, 9. Q. toadv.K. B. third square and 

or to adv. Q. Kt. fourth sq. checks 

10. K. to K. Kt. square 10. Q. to adv. K. Kt. fourth square 

checks, and takes your K. B. if it be at Q. B. fourth square, but 
if you have played it to adv. Q. Kt. fourth square, then 

11. K. to K. B. sq. or to K. R. sq. 11. Q. to K. B. fourth square or to 

or to K. R. second square. K. R. fourth square, checks, 

and wins K. B. 

In the second place. 

6. K. to K. B. square 6. Q,to adv. K. R. sq. and checks 

7. If you interpose Q. B.> be will move his K. to your K. Kt. third sq. 

and afterwards check you at your K. Kt. second sqvare aod win 
the Q.B. therefore 
K. to his second square 7. Q. to adv. K. fourth square and 

cheeks 

8. If you play K. to Q. square, you \viU lose K. K by a check at your 

Q. R. fourth square. If you play 
K to Q. second square (or A) 8. Q.^o adv. Q. Kt. fourth square 

and checks 
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9. If you move K. to Q. square, or to Q. B. second square, he will check 

at your Q. R.^8quare, aud will win K. B. If you play K. to Q. 

B. square, he will win K. B. by a check at your Q. R. third square, 

therefore, 

K. to his second square 9. Q. to adv. Q. Kt. 2d. sq. & checks 

10. K. to his square,ortoK.B.8q. 10. Q. to adv. Q. R. sq. checks and 

: ^. V U/ ) - winsKB. 






f 



f 



■» 



"' ^. K. to K. B. square 8. K. to adv. K. B. third squa^ 

9. If you play K. to K. Kt. square, he will win the Bishop by a check at 
his K. Kt. third square. If you play K. B. to adv. Q. Kt. fourth 
square, you will lose it by a check at your Q. Kt. square. If you 
play K. B. to adv. Q. B. square, you will lose it by a check at 
your Q. B. fourth square. If you play Q. B. to any square of the 
diagonal line that i-uns from your K. Kt. square to your adv. Q. R. 
second square, he will checkmate you at your Q» Kt. square *. your 
best move is to play 
Q. B. to K. square 9. Q. to adv. Q. B. second square 

10. If you play Q. B. to Q. Kt. fourth square, or to adv. Q. R. fourth 

square, he will checkmate you at your K. B. second square. If 
you play Q. B. to K. R. fourth square, he will check you at your 
K. Kt. second square, and then at your K. R. square, winning 
the Q. B. therefore 
K.B. checks at adv. Q.Kt.2d sq. 10. K. to adv. K. third square 

11. If you play Q. B. he will either checkmate you at your K. B. second 

square, or win K. B. by playing Q. to your 0. Kt. sq. ; therefore 
K. B. to adv. Q. R. third sq. 11. Q. to K. B. fourth sq. & checks 

12. K. to K. Kt. sq. or to K. Kt. 12. Q. to K. Kt. third sq. checks 

second sq. and wins K. B. 
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CHAPTER XII. 

Method of checkmating with both Bjooks. 

I SHALL now shdw you the method of checkmating 
with two Rooks. This checkmate is very simple, and 
may be given without the assistance of the King. 



FIRST SITUATION. 

WHITE. BLACK. 

K. at K. R. square K. at adv. K. B. second sqaare 

Q. R. at its square 
K. R. at Q. Kt. square 

' I. K.R. to Q.Kt. second sq. &cbecks 1. K. to adv. K. B. third square 

2. Q. R. to its third square & checks 2. K. to adv. K. B. fourth square 

3. K. R. to Q. Kt. fourth square & X K. to his B. fourth square 

checks 

4. Q. R. to adv. Q. R. fourth square 4. K. to jiis B. third square 

and checks 

5. K. R. to adv. Q. Kt. third square 5^ K. to his B. second square 

and checks 

6. Q. R. to adv. Q. R. second 6. K. to hisB. square 

square and checks 

7. K. R. to adv. Q. Kt. square and checkmates 

The alternate play of the Rooks, as you will have ob- 
served by the above moves, forces the King to retire 
towards the last line, where he is ultimately checkma- 
ted ; he might, however, have given you more trouble 



had be mo?ed his King differently^ fteplace the pie^ 
ees and suppose him to play as follows : 

.1. K. R. to Q. Kt. second square 1. K. to adv. K. third square 
and checks 

2. Q« R. to its third square and 2. K. to adv. Q. fourth square 

checks 

3. K. R. to Q. Kt. fourth square & 3. K. to Q. B. fourth square 

checks 

4. You are now prevented from playing your Q. R. to adv. Q. R. fourth 

:8quarey for if you did he would take your K. R., you must there* 
fore first remove your K. R. by playing it as far from his King as 
you can, for example : 
K. R. to its fourth square 4. K. to Q. Kt. fourth square 

5. Still you cannot force him to retrograde by playing your Q, R. to 

adv. Q. R. fourth square^ because he would take it ; you must 
therefore remove It to the other side of the board, in order to 
compel him to retrograde as hefore, therefore you play 
Q. R. to K. Kt. third square 5. K. to Q. B. fourth square 

6. Q. R. to adv. K. Kt. fourth ^ K. to Q. third square 

squace and checks 

7. K. R. to adv. K. R. third square 7. K. to his second square 

and checks 

8. Q. R. to adv. Q. Kt. second 8. K. to his B. square 

square and checks 

9. K. R. to adv. K. R. second sq. 9. K. to his square 
10. K. R. to adv. K. R. square and checkmates 

When Jbe attacked your Q. R.,on the eighth move, 
if you had removed it to adv. Q. R« second square, 
(instead of playing K. R. to adv. K. R. seeond square,) 
with the view of checkmating him with your K. R. 
at adv. £. R. square, you would have lost a move 
because he would l^ve playeij his King to his Knighf.^ 
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CHAPTER XI. 



.^ 



A Queen against two B^hf^. 

The Queen also generally wins against two Bishops; 
as it, however, sometimes happens that the Bishops 
draw the game, I shall give you a situation, in which I 
shall instruct you how to {day the Bishops properiy, in 
order to draw the game; fcnr example : 



SITUATION. 

WHITE. 'BLACK. 

K. at K. Kt. square K. at K. Kt. fourth square 

Q. B. at K. Kt. tiiird square Q. at Q. R. fourth square 

K. B. at Its third square 

WHITE TO MOVE. 

1. K. to K. Kt. second square 1. Q. to adv. Q. 8econdsq.& checks 

2. K. to K. Kt. square, if, instead of this move, you had interposed the 

Q. B. you would have lost the fl^me. See the variation. 

2. Q. to adv. K. 3d. square &chec]» 

3. K. to K. Kt. second square 3. K. to K. B. fourth square 

4. Q. B. to K. R. second square 4. Q. to adv. Q. second sq. & checlts 

5. K. to K. Kt. third square 5. Q. to adv. K. square and checks 

6. K. to K. Kt. second square 6. K. to K. Kt. fourth square 

7. Q. B. to K. Kt. third squai-e 7. Q. to Adv. K. thbd square 

8. Q. B. to K. R. second square 8. Q. to adv. Q. second sq. & checks 

9. K. to K<Kt. third 4M|uare 9. Q. to adv. K. square aod che<te 
10. JC. to K. Kt. second square 10. K. to adv. K. R. fourth .square 



11. If yo« were to play Q. B. to K. Kt. square^ you would lose the K. B. 

by a dmck from the Qopea at your K. Kt. third square. If you 
mo7e K« B. to adv. Q. KJt. aeoond square, or to adv. Q. R. square* 
you would equally lose the game, (see A.) You ought to play 
Q. B. to K. B. fourth square 11. Q. moves any where 

12. Q. B. to K. Kt. third square checks and you have the same position 

as before, and t^p the game is drawn, as your two Bishops when 
properly played^effeotually prevent the approach of the adverse 

11. K. B. to adv. Q. R. square 11. Q. to adv. Q. secoqd sq. & checks 

12. K. to K. R. square 12. Q. to adv. Q. B. square & checks 

13. If you play the King, he will check you on the Knight's file, and then 

on the Rook's, and will gain K. B. therefore 

^ Q. B. to K. Kt. square 13. K. to adv. K. Kt. third sqnaie 

• -^ «■ ■» . 

14. K. B. any where 14. Q. to R. R. third square, checks 

I v< and wins the game 

- . t - - - .- ' * 

. , \ V. '• VARIATION. 

1 . K. to K. Kt. second square I . Q. to adv. Q. second aq. & checks 

2. Q. B. to K. B. seeond square ; 2. K. to adv.. K. B. fourth square 

this move loses yon the game. 

3. You are now compelled to move the K. B., and if you i^ it to adv. 

K. R. fourth square, he will win it by. a check with the Queen at 
her fourth square. You may, however, play the BSshop 

1st. to adv. Q. B. third square 
2d. to adv. Q. Kt. second square 
3d. to adv. Q. R. squaVe ' 

! ' • ' '  : -■* 

No. 1. . 

3. K. B. to adv. Q. B. third square 3. Q. to Adv. Q« B. second square 

4. If you ph^ K. B. to adv. K« square, he will check you at your King's 

fourth square. If you play K. B. to its third square, he will 

check you at his K. Kt. third square. If K. B. to adv. Q. fourth 

L square, he will check you first at K.. Kt. third square, then at K^. 



fourtb sqaare, or at adv. Q. third sqaare. If K. B. to adv. Q. 
Kt. fourth or second square, he will check yoa at the K. Kt. thh-d 
square, then at K. R. second or fourth square, or at adv. Q. Kt. 
square, and wins the K. B. If you play K. B. to adv. Q. R. square 
^ (see No. 3.) You may also play 
/ K. B. to adv. Q. second square 4. Q.to adv. K. fourth square and 

checki 

In the first place, 

5. K. to K. Kt. square, for if you had played K. to K. R. third square, 

th^ Queen would immediately have checkmated you, and if you 
had moved the Kingp to K. B. square, you would have lost K. B. 
by a check from the Queen at your Q. third square. 

5. K. to adv. K. B. third square 

6. If you move R. ^ to K. R. third square. Or to adv. Q. Kt. fourtli 

square, he will check wUh Q. at your Q. Kt. square, you must 
interpose K. B., he wUl then repeat the check at kis K. Kt. third 
square, and will gain a Bishop. If you play K. B. to any other 
square, he will check at your Q. Kt. square, and will gain the 
Q. B. If you play Q. B., he will dieck yon atyour Q. Kt. square, 
(hen at your Q. B. second square, and afterwards checkmate you 
either at his K. R. second square, or at your K. Kt. second square. 
But if instead of playing either of your bishops, your were to 
move your King to K. B. square, he would check you at your K. 
second square then take Q. B. and afterwards checkmate you 
at your K. Kt. second square. 

In the second place. 

5. K. to K. R. second sqaare 5. K. to adv. K. B. third square 

6. If you play K. to K. Kt. square you will lose Q. B. by a check at your 

Q. Kt. square, but if you play 
Q. B. to K. Kt. third sq. 6. Q. to adv. Q. B. 2d. sq. & checks 

7. K. to K. R. third square 7. Q. to K. R. second square checks 

and wins K. B. 



No. 2. 

3. K. B. to adv. Q. Kt. second sq. 3. Q. to adv. Q. R. second square 
I 4. If yon play K. to K. B. or K. Kt. square, you will lose K. B. by a 
check at your Q. Kt. square. If yon play K. B. to adv. Q. B. 
' square, or to its third square, he will gain it hy checking at his 
Kt. square, but if you play 
K. B. to adv. Q. B. 3 square 4. Q. to K. Kt. square and checks 

5. If you play K. to K. B. square, you will lose K. B. by a check at 

your Q. B. fourth square. If you move K. to K. R. third 
square, you will also lose the B. by a check at Q. B. square, 
therefore 

K. to K. R. square or to K. R. 

second square 5. Q. to K. R. 2d. sq. & checks 

6. K. to K. Kt. square, in order to 6. Q. to adv. Q. Kt. sq. and checks 

interpose K. B. if Black check at K. Kt. third -square 

7. If you play K. to K. R. second square, he wiH gain one of the B. by 

playing Q. to adv. Q. B. second square, and if you play K. to K 
Kt. second square, he will equally gain a B. by checking with his 
Q. at K. Kt. third square. 

No. 3. 

3. K. B. to adv.'lL R. square 3, Q. to adv. Q. R. second square 

4. If you play K. B. to its third square, he will check you at his K. Kt. 

square and gain a B. If you play K. B. to adv. Q. B. third 
square, he will play as in No. 2,therefore, 
K. B. to adv. Q. Kt. second sq. 4. Q. to adv. Q. Kt. 3d. square 

5. If yon ]^y K. B. to adv. Q. R. square or to adv. Q. B. square, you 

will lose it by a check at hisK. Kt. square. If you playK. B. to 
adv. Q. B. third square, he will check with Q. at K. Kt. square, 
as in No. 2, but if you play 
K. B. to adv. Q. R. third square 5. Q. to her fourth sq. and checks 

6. If you play K. to K. R. third square, you will be. checkmated at your W 
/ /— -y K. R.souarp. Sup^Aise you therefore play J^^^dr*.^^^*^^ . 

^ K. to K. Kt. Bq!uy:e « 6. K. to adv. K. B. third square 



' ^ K. to K. Kt. souare ^ b 



7. If you play K. B. to its square, yoa will lose a B. by his checking you 
at his K. Kt. fourth square. If you play K. B. to adv. Q. B. 
square, he will also win a Bishop either by checking you at your • 
Q. square, or at his K. Kt. square. If you play Q. B. to ady. Q. 
Kt. third squase, or to adv. Q. R. second square, he will check 
you at his K. Kt. fourth square^ and afterwards checkmate you, 
either at your Q^ B. square, or at your K. Kt» second square. 
If you play Q. B. to K. R. fourth square, jou wUl lose it by his 
checking you at your Q. fourth square^ If yon play Q. B. to K. 
square, he will check you at your K. Kt. fourth square and then 
checkmate you at your K. Kt. second square. And if 
K. to K. B. square 7. Q« to adv. Q* square and diecks 

8. Q. B. interposes 8. K. to adv. K. third square 

9. K« B. to Q. B. fourth square, 9. Q. to adv. K. B. third square and 

or to adv. Q. Kt> fourth sq. checks 

10. K. to K. Kt. square 10. Q. to adv. K. Kt. fourth square 

checks, and takes your K. B. if it be at Q. B. fourth square, but 
if you have played it to adv. Q. Kt* fourth square, then 

11. K. to K. B. sq. or to K. R. sq. 11. Q. to K. B. fourth square or to 

or to K. R. second square. K. R. fourth square, checks, 

and wins K. B. 

» 

In the second plctce. 

6. K. to K. B. square 6. Q. to adv. K. R. sq. and checks 

7. If you interpose Q. B.> be will move his K. to your K. Kt. tfainl sq. 

and afterwards dieck you at your K. Kt. second square and win 
the Q.B. therefore 
K. to his second square 7. Q. to adv. £. fourth square and 

checks 

8. If you play K. to Q. square, you >vill lose K. B. by a check at your 

Q. R. fourth square. If you play 
K to Q. second square (or A) 8. Q.v|o adv. Q. Kt. fourth square 

and checks 
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9. ff you move K. to Q. square^ or to Q. B. second square, he mil check 

at your Q. R.^8quarey and will win K. B. If you play K. to Q. 

B. square, he will win K. B. bya check at your Q. R. third square, 

therefore, 

K. to his second square 9. Q. to adv. Q. Kt. 2d. sq. & checks 

10. K. to his square,ortoK.B.sq. 10. Q. to adv. Q. R. sq. checks and 

"*" *' <**iX ' ^ wins KB. 

•*/ • V "  '*^ 

* '^. K. to K. B. square 8. K. to adv. K. B. third square 

9. If you play K. to K. Kt. square, he will win the Bishop by a check at 
his K. Kt. third square. If you play K. B. to adv. Q. Kt. fourth 
square, you will lose it by a check at your Q. Kt. square. If you 
play K. B. to adv. Q. B. square, you will lose it by a check at 
your Q. B. fourth square. If you play Q. B. to any square of the 
diagonal line that runs from your K. Kt. square to your adv. Q. R. 
second square, he will checkmate you at your Q» Kt. square : your 
best move is to play 
Q. B. to K. square 9. Q. to adv. Q. B. second square 

10. If you play Q. B. to Q. Kt. fourth square, or to adv. Q. R. fourth 

square, he will checkmate you at your K. B. second square. If 
you play Q. B. to K. R. fourth square, he will check you at your 
K. Kt. second square, and then at your K. R. square, winning 
the Q. B. therefore 
K.B. checks at adv. Q.Kt.2dsq. 10. K. to adv. K. third square 

11. If you play Q. B. he will either checkmate you at your K. B. second 

square, or win K. B. by playing Q. to your Q. Kt. sq. ; therefore 
K. B. to adv. Q. R. third sq. 11. Q. to K. B. fourth sq. & checks 

12. K. to K. Kt. sq. or to K. Kt. 12. Q. to K. Kt. third sq. checks 

second sq. and wins K. B. 
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WHITE to MOVB. 

1. K. to Q. fourth square 

2. K. to adv. Q; fourth square 

3. K. to Q. fonrlih square 

4. K. to Q. thbd square 

5. K. to Q. fourth square 

6. K. to Q. B. fourth square 

7. K. to Q. Kt. fourth square 

8. K. to Q. Kt. third square 

9. K. tb Q. Kt. fourth square 

10. K. to Q. Kt. third square 

11. K. to Q. Kt. second square 

12. K. to Q. Kt. square 

13. K. to Q. Kt. second square 



1. R. to adv. K. square 

2. K. to K. Kt. second square 

3. K. to K. B. third square 

4. R. to K. fourth square 

5. K. to his third square 

6. K. to Q. third square 

7. R. to Q. fourth square 

8. R. to Q. B. fourth square 

9. K. to Q. fourth square 

10. K. to adv. Q. fourth square 

11. R. to adv. Q. B. fourth' square 

12. R. to adv. Q. B. third square ... ... ^» ^ .... »^^j,^^ 

13. K. to adv. Q. B. fourth square 13. K. to Q. Kt. second squar 

14. K. to adv. Q. Kt. fourth sq. 14. K. to Q. R. second square 

15. R. to adv. Q.B. second square I5« K. to Q. R» square 

and checks 

16. K. to adv. Q. R. or Q. B. 3 sq. 16. K. to Q. Kt. square 

17. K. to adv. Q. Kt. third square 17. K. to Q. R. square 

18. R. to adv. Q. B. sq. and checkmates. 



SIXTH SITUATION. 



WHITE, 

K. at adv. Q. B. fourth square 
R. at adv. K. Kt. third square 



BLACK. 

K. at Q. R. second square 



In this situation yon may checkmate in four moTes, 
without moving your King more than once ; for ex- 
ample: 



1. K. to adv. Q. B. third square 

2. R. to adv. K. R. third square 



1. K. to Q. R. third square, or (A.) 

2. K. to Q. R. second square, or to 

Q. R. fourth square 
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3. R. to adv. K. R. square if the black King be at Q. R. second square, 
or R. to K. R. fourth square, if the blaclc King be at Q. R. fourth 
square; in both cases the Roolc is one file beyond that on which 
the bhu;k King is ; the Black is therefore oompeUed to play to 
Q. R thirds quare^-and you dieckmate him with your Rook at 
his Q. R. square, or at your Q. R. fourth square. 

(A.) 

1. K. to ady. Q. B. third square 1. K« to Q. R. or Q. Kt. square 

2. R. to adv. K. Kt. sq. & checks 2. K. to Q. R. second square 

3. R. to adv. K. R. square : by remaining on this iUe, you compel him 

to play to Q. R. third square, and consequently you checkmate 
him the next move with your Rook at adv. Q. R, square. 

You may also checkmate in four moves, begiDDing 
with the Rdok, but this I shall leave you to find out 
yoiurself. 



d2 
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CHAPTER XIV. 

Method of drawing the Crome with a Biehop against 

a Rook. 

It is not very difficult to draw the game with a Bi- 
shop against a Rook. As it is necessary that the two 
Kings should be opposite each other (exqept in the 
comers of the board) befure you can checkmate with 
the Rook, it follows, that if you can so play your Bi- 
shop as to prevent his King facing yours, you will 
draw the game. It is seldom good play to interpose 
the Bishop when your King is checked, and your 
Bishop should generally be at a distance from your 
King. 

The following situation will shew you the proper me- 
thod of playing both sides. 



FIRST SITUATION. 

WHITE. BLACK. 

K. at K. B. square K. at adv. K. third square 

B. at adv. Q. B. third square R. at Q. R. third square 

WHITE TO MOVE. 

1. B. to adv. Q. Kt. second square 1. R. to Q. Kt. third square 

2. B. to adv. Q. fourth square 2. R. to adv. Q. Kt. second sq. 
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3. B. to adT. Q. B. Uiird tqiiare 3. R. to adv. K. B. second square 

4. K. to K. Kt. aqnare, if you had and checks 



played K. to his square, you would ha?e lost the game, see (A) 

4. K. to adv, K. second square 

5. B. to adv. Q. fourth square 5. R. to adv. K. square 

6. B. to adv. Q. B. third square 6. R. to K. B. third square 

7. B. to adv. Q. Kt. second square 7. R. to K. Kt. 3d. sq. & checks 

8. K. to K. R. second square and not to K. R. square, because he would 

play K. to your K. B. second square and mn the game 

8. K. to adv. K. B. second square 

9. K. to K. R. tUrd square 9. R. to adv. K. Kt. third square 

and checks 
10. K. to K. R. fourth square, &c. : had you played K. to K. R. second 
^ wiaare. you would have lost the game, see (B.) ^o 

4. K. to his square 4. R. to adv. Q. B. second square 

^ 5. B. to Q. R. fourth square 5. R. to adv. Q. B. sq. & checks 

«^^ ' 6. B. interposes 6.,^ to adv. Q. Kt. square 

7. You are forced to move your K. to K. B. square, and lose your B. 

10. K. to K. R. second square 10. R. to K. Kt. second squai-e 

11. B. to adv. Q. B. square 11. R. to K. R. 2d. sq. & checks 

12. B. interposes 12. R. to K. R. third square 

13. K. to K. R. square 13. R. takes B. and checkmates 

The above examples shew that it is not very diflScult 
to draw with a Bishop against a Rook, yet Philidor as- 
serts, page 253, ed. 1777, ** that the player having the 
Bishop, must as speedily as possible, move his King to 
a corner square, of a different colour from that on 
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which the Bishop moves^ as that is the OfUy place 
where he can be secure of a drawn game ;" that this 
assertion however, is not correct the foregoing posi- 
tion sufficiently shews. The following is the position 
alluded to by Philidor : 



SECOND SITUATION. 

WHITE. BI.ACK. 

K. at K. R. square K. at adv. K. B. third square 

B. at K. R. second square R. at Q. R. third square 

In this situation you have only to move your King 
or Bishop to your Knighf s square, 6r Rook's second 
square : for example, suppose the Black begin : 

1. R. to adr. Q. R. sq. and checks 1. B. to K. Kt. square 

2. If he move K. to adv. K. Kt. third square, you will be stalemated, 

but if he play 

R. to adv. Q. Kt. square 2. K. to K. R. second square 

3. R. to Q. Kt. fourth square 3. K. to K. R. square 

4. K. to adv. K. Kt. third square 4. B. to K. R. second sq. & checks 
5.^ K. to adv. K. R. third square 5. B. to K, Kt. square 

6. R. to Q. fourth square 6. B. to K. K, second square 

7. R. to adv. Q. sq. and checks 7. B. to K. Kt. square 

8. If he play the R. on the line of your pieces, you will be stalemated, 

and if he move 
R. to adv. Q. second square 8. B. to K. third square 

9. R. to adv. KT R. second square -9. K. to K. Kt. square 

and checks 

10. R. to adv. K. second square 10. B. to adv. Q. B. fourth square 

11. R. to adv Q. B. second square 11. B. to adv. Q. third squsve, &c. 
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CHAPTER XV. 

Method of drawing the Game with a Knight against a 

Rook. 

Although the Rook is a considerably more power* 
ful piece than the Knight, yet it is not able like the 
Queen to win the game against a Knight : as however, 
the method of drawing is not very easy, I shall point 
out to you the proper moves, and also shew you some 
positions in which the Rook wins. 



FIRST SITUATION. 

BLACK. WHITE. 

K. at adv. K. third square K. at hb own square 

R. at adv. Q. R. second square Kt. at Q. B. square 



BLACK TO MOVE. 



1. R. to adv. QcR. squane 1. K. to Q. square 

2. R. to adv. Q. Kt. square 2. K. to Q. B. second square 
3 R. to Q. Kt. fourth sqaare 3. K. to Q. square 

4. R. to adv. Q. Kt. second square 4. 'K. to his square 

5. R. to adv. Q. second square 5. Kt. to Q. Kt. third square 

6. R. to adv. Q. Kt. 2d. sq. (or A) 6. Kt. to Q. B. square 

7. R. to adv. K. B. second square 7. K. to Q. square 

8. R. to adv. K. R. second square 8. Kt. to Q. Kt. third square 

9. K. to adv. Q. third square 9. Kt. to Q. B. square and checks 



10. K. to adv. Q. B. third square 10. Kt. to K. 2d. sq. and checks 

11. K. to adv. Q. Kt. second square 11. K. to his square 

12. K. to adv. Q. B. second square 12. K. to K. B. square 

13. K. to adv. Q. second square 13. Kt. to K. Kt. square 

14. K. to adv. Q. square 14. Kt. to K. B. third square 

15 . R. to adv. K. R. sq. & checks 15* Kt. interposes 

16. R. to K. R. fourth square 16. K. to K. Kt. second square 

17. K. to adv. K. square 17. Kt. to K. B. third sq. & checks 

18. K. to adv. K. second square 18. Kt. to K. Kt. square and c^iecks 

19. K. to adv. K. third square 19. K. to K. B. square 

20. R. to K.B. fourth sq. & checks 20. K. to his square 

21. R. to adv. K. B. Second square 21. Kt. to K. R. third square 

22. R. to adv. K. Kt. second sq. 22. K. to K. B. square 

23. R. to adv. K. R. second square 23. Kt. to K. Kt.iSquare 

24. R. to adv. K. B. 2d. square & 24. K. to his square 

checks 

25. R. to adv. Q. Kt. second sq. 25. Kt. to K. B. square, &c. 

a.Vt. ^ a^>UK 2Z>^- (A) ^- ^/<^- ^^- ^ 

6. R. to adv. Q. H. -VLOud sq. 6. K. to Q. square 

7. K. to adv. Q. third square 7. Kt. to Q. B. square and checks : 

if instead of this move you had played Kt. to Q. R. square, you 
wquld have lost the game, (see B.) 

8. K.'^o adv. Q. B. third square 8. Kt. to K. second sq. and checks,; 

&c. as before 

By carefully pursuing the abave system you vill 
always be able to draw the game. 

(B.) 

7. Kt. to Q. R. square 
8. R. to adv. Q. B. third square 8. You caunot play the Kt. without 
losing it, and if you move the IQng he will check you at your 
Q. B. square and then take the Kt. 
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SECOND SITUATION. 

WHITE. BLACK. 

K. at Q. Kt. square K. at adv. Q. B. third square 

Kt. at Q. R. square R. at adv. K. fourth square 

In this situation the Black will win the game, whe- 
ther they have the move or not. Suppose the Black 
begin : 

1. R. to adv. K. second square 1. Cannot move the Kt. without 

losing ity and if you move the K. he will checkmate you at your 
K. square 



Suppose Ae White begin : 

1. Kt. to Q. B. second sq. (or A.) 1. R. to adv. K. second square 

2. Kt. to Q. R. third square 2. K. to adv. Q. Kt. third square 

3. ¥ou must evidently lose the Kt. for if you move it to adv. Q. Kt. 

fourtk square, he will checkmate you, and if you avoid the 
checkmate he will take the Kt. 

- (A.) 

1. K. to Q. R. second square 1. R. to adv. Q. Kt. fourth square 

2. K. to Q.11. third square 2. R. to adv. Q. Kt. second square 

3. As the Kt. cannot he moved without heing taken, you are forced to 

move the King, he then checks yon at your Q. R. second square, 
and wins the Kt. 



THIRD SITUATION. 

WHITE. BLACK. 

K. at K. R. square K. at adv. K. B. third square 

Kt. at K. B. square R. at adv. Q. R. second square 
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In tbts situation the Black will win whether they 
have the move or not ; for example : 

Suppose the Black begin. 

1. R. to adv. Q. R. square 1. K. to K. Kt. square 

2. R. to adv. Q. Kt. square 2. Is forced to move the King . 4 

3. R. takes Kt. and wina 

Suppose the White begin : 

You are compelled to move the Knight, for if you 
play King to his Knighfs square. Black will move 
R. to adv. Q. R. square winning the Knight the next 
move, therefore : 

1. Kt. to K. R. 2d. sq. ahd checks 1. K. to adv. K. B. second square 

2. If yott play Kt. to K. B. square. Black ought not to takp it because 

your King Would be stalemated ; he ought to play R. to your Q. 
B. square and afterwards^ake the Knight ; but suppose you play 
Kt. to K. Kt. 4 sq. and checks 2. K. to a4v. K. Kt. third square 

3. It is evident that you cannot avoid being checkmated in two moves at 

most, for if you play your Knight he will check at your Q« R. 
square, checkmating you or forcing you to interpose your Kt, 
which he will take and. checkmate you; if you play the King you 
will be checkmated on the move. 

The last two situations prove how necessaigr it is to 
avoid playing either King Or Knight to a comer 
square, as the Rook usually wins in such cases* It 
taiust also be observed, that the Rook usually wins, if 
the Knight be distant from the King. 
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CHAPTER. XVI. 

Method of checkmating with both Bishops* 

It is not very difficult to checkmate with both the 
Bishops ; the adverse King must however, previously 
be forced to one of the corners of the board, as the 
checkmate can be given, only when the King is on the 
Rook's square, Rook's second square, or Knighfs 
square. 



SITUATION, 



WHITE. 

KiDg at his square 
K. Bishop at its square 
Q. Bishop at its square 



BLACK. 

Kuig at his square 



WHITE TO MOVE. 



1. K. B. to K. R. third square 

2. Q. B. to K. B. fourth square : 

12 squares ouly 

3. K. to his second square 

4. K. to K. B. third square 

5. K. B. to adv. K. B. fourth sq. 

6. K. to K. Kt. fourth square 

7. K. to adv. K. Kt. fourth sq. 

8. K. to adv. K. B. third sq. 



1. K. to Q. square 

hy this move you couAne his Khig to 

2. K. to his second square 

3. K. to K, B. third square 

4. K. to his second square 

5. K. to K. B. third square 

6. K. to his second square 

7. K. to Q. square, or (A) (B} 

8. K, to his square 
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9. Q. B. to adv. Q. B. second sq. 9. K. to K. B. square 

10. K. B. to adv. Q« second sq. 10. K. to K. Kt. square 

11. K. to adv. K. Kt. third square 11. K. to K« B. square 

12. Q.B. to adv. Q. third square & 12. K. to K. Kt. square 

checits 

13. K. B. checks 13. K. to K. R. square 

14. Q. B. checkmates ^ 
. • . y^ y . * 

» ,- ^^- '"* 7. K. to his square ^ 

8. K. to adv. K. B. third square 8. K. to Q. square 

9. Q. B. to adv. Q. third square 9« K. to his square 

10. Q. B. to adv. Q. B. second square -and lihen K. B. as before.. 

(B.) 

7. K. to K. B. second square 

8. Q. B. to adv. Q. thud square 8. If he play K. to his square, you 

should play K. to adv. K. B. third square, as before, therefore 

K. to K. Kt. second square 

9. K. B. to adv. K. third square* 9. K. to K. R. second square 

10. You must be careful not to play Q. B. to adv. K. fourth square, 
because you would stalemate him, the proper move is 
Q. B. to adv. K. B. square 10. K. to K. R. square 

11. K. to adv. K. B. third square and not to adv. K. Kt. third square 

11. K. to his R. second square 

12. K. to adv. K. B. second square 12. K. to K. R. square 

13. Q. B. checks 13. K. to K. R. second square 

14. K. is. checkmates. 

You will observe by the above, that your own King 
must be played either to the Knight's third square, or 
Bishop's second square before you can checkmate. • 



m 
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CHAPTER XVII. 

■Si* 

r . 

Remarks concerning the King, 



Jt has been already remarked that obe King cannot 
attack the other ; it follows, of course, that there must 
always be at least one square between the two Kings ; 
hencfe the following situations will shew you that the 
King has considerable power in preventing the advance 
of the adverse King, and in .cutting him off from the 
|7cciipation of many squares ;for example : 



FIRST SITUATION, 

WHITK. BLACK. 

K. at Q. fourth square K. at his third square 

In this position your King prevents your adversary 
from.occttpying his Queen's nr King's fourth square, 
but if your King were at his own fourth square, he 
would entirely prevent the black from occupying any 
square on the horizontal line between the two Kings 
(provided the Black were to move first) and of course 
his King could never move to any square behind your 
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King, therefore, if the situation of the pawns or pieces 
were such that he could not win without passing that 
line, you would be able to draw the game : suppose 
him to play (your King being at his fourth square) 



BLACK. 

L K. to Q. third square 

2. K. to Q.B. third square 

3. K. to Q. Kt. third square 



WHITE. 

1. K. to Q. fourth square 

2. K* to Q. B. fourth square 

3. K. to Q. Kt. fourth square 



By thus playing your King always opposite to his, 
he never will be able to pass beyond the line he at pre<^ 
sent occupies. In this situation the Kings are said to 
be in opposition, and as it is his move, you have the 
opposition or the power of continuing it or not, as 
may best suit your game. This opposition may equally 
occur on the horizontal lines ; for example: suppose kis 
King at his Q. Rook third square, and your King at 
your adversary's Q. B. third, or his King at your Q* 
fourth square, and yours at your Q. Kt. fourth square* 

Let us now resume the foregoing position, and sup* 
pose that on the fourth move, instead of playing King 
to Q. R. third square, or back to Q. B. third square, 
he move as follows: 

4. K. to Q. B. second square 4. K. to adr. Q. B, fourth square : 

by this move you continue the opposition and confine his King to 
two lines of the board 

5. K. to Q. Kt. square 5. K. to adv. Q. Kt. third square 

Tou now confine his King to one line, while your 
own King has the range of six lines. Place the pieces 
ta before, viz : 



^ 



BLACK. 

King at his third square 



WHITE. 

King at his fourth square 



Suppose now that your adversary play King to his 
8e<^ond square, and that the situation of your Pieces 
would not allow your King to go beyond his half of the 
board, and also that it were of consequence to prevent 
the Black from occupying the horizontal line running 
from Black's K. B. fourth square to Q. B. fourth 
sqaare. What move ought you to make? simply 
move as your adversary does, that is, when he moves 
back, you do the same : when he moves laterally, so 
do you ; for example : 



BLACK. 

1. K. to his second square 

2. K. to Q. second square 

3. K. to Q. B. square 

4. K. to Q. squa]:e 

5. K. to Us square 

6. K. to K. B. second square 

7. K. to K. Kt. third square 



WHITE. 

1. K. to his third square 

2. K. to Q. third square 

3. K. to Q. B. second square 

4. K. to Q. second square 

5. K. ^ his MMd square 

6. K. to K. B^^tid sqtt^e ' 

7. K. to K. Kt. fourth square 



You see by this, that he who has the opposition 
can always prevent the adversary from occupying the 
line between the two Kings, provided there are no 
Pieces or Pawps in the way. It is of great .conse- 
quence to pay particular attention to this power of the 
King; for mahy games 'with Kings an^Pawns only 
on the board, are won or drawn by one party being 
'^le to gain the opposition : this is a part of the game 
Jbut little understood, even by tolerable players. 
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SECOND SITUATION. 

WHITE. BLACK. 

K. at his fourth, square K. at his third square 

In tliis^ situation if it were your move, it is evident 
from what has been already shewn, that your adversary 
can prevent your King from occupying any of the Knes 
beyond that on which he is at present placed ; but sup- 
pose the Black were to begin, he cannot prevent your 
moving your King either to Black K. R. second square^ - 
or to Black Q. R. second square, he may prevent which 
he pleases, but he cannot prevent both, and if the win- 
ning of the game depended on your occupying one of 
those two squares, your adversary would of course 
lose. Suppose he play as follows : 

BLACK. WHITE. 

1. K. to K. B. tfiird sqvare 1. K. to adv. Q. fourth square, 

then to adv. Q. B, third square, Q. Kt. second square, and <). R. 
second square 

Or suppose he begin with 

1. K. to Q. third square 1. K. to adv. K. B. fourth square, 

then to K. Kt. third square and K. R. second square 

But it is rather more difficult if he play 

1. K. to his second square 1. If you were to play to adv. K. B 

fourth square, or adv. Q. fourth square, you would lose the op- 
position, because he might play K. to K. B. second squu^ or to 
Q. second square, and you would be prevented from passing the 
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line between the two KlngSy and consequently, would neirer be 
able to occupy either his K. R. second square or Q. R. second 
square; you should play as follows : 

K. to adv. K. fourth t^quare 

By this moye you keep the opposition and force his 
King to move to K. B. square or K. B. second square, 
in which case, you play your King to adv. Q. third 
square, and in three moves, you will occupy his Q. R. 
second square; or if he move to Q. square or to Q. 
second square, you play your King to adv. K. B. 
third square, and in two moves to his K. B. second 
square ; but if he play, 

2. K. to his square 2. You must not play K. to Q. 

tlnrd square, or to K. B. third square, because he would gain the 
opposi^n as beifore, you ought to move 

K. to adv. K. third square 

3. Is compelled to move either to K. B. square or to Q. square, and by 

playing in the former case to adv. Q. second square, and in the 
latter, to adv. K. B. second square you will be able to occupy 
either his K. R. second square or Q. R. second square 
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CHAPTER XVIII. 

Remarks concerning the Pawns. 

A thorough knowledge of the method of playing 
Pawns properly, is so indispensably necessary to those 
who wish to become eminent players, that I shall de- 
vote a considerable portion of the following pag^s to 
your instruction on that subject, and I trust that by 
an attentive perusal and examination of the situations 
I shall give, and particularly of the principles on which 
the play is founded, you will be able in a comparatively 
short time, to play Pawns at the end of the game, in a 
scientific manner ;* it is of great importance to under- 
stand this part of the game well, and you will often de- 
rive considerable advantage from your superior know- 
ledge of it; for example: suppose you have discovered 
that the position of your Pawns is such as would give 
you a decided advantage over your adversary if you 
could exchange pieces and reduce the game to Pawns 
only, you immediately endeavour to effect those ex- 
changes, and your adversary not being perhaps so well 
acquainted with playing Pawns as yourself, will proba- 

* It is surprising bow few persons play one or two Pawns well at the 
end of the game, yet surely it is less difficult to play one or two pieces 
well than eight or ten. 
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bly not endeavour to prevent it; if, on tbe contrary, 
you find his Pawns better placed than yours, you will 
try to make the position equal, before you permit tbe 
exchange of pieces. 

I shall begin by shewing you some easy situations of 
-Pawns only, we shall then proceed to others of one or 
more Pawns against a Piece, and afterwards with one 
or more Pawns and a Piece against a Piece. When- 
ever the position of the Kings is not g^ven, you are to 
suppose them too far removed from the Pawns to be of 
any use in playing them, or that they are in such situ- 
ations that they cannot move without the evident loss 
of the game. 



B 
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CHAPTER XIX. 



A Pawn agcdnst a Pawn, 



The two Pawns on tke same file, and not passed. 



FIRST SITUATION. 



WHITE. 

P. at Q. R. second square 



BLACK. 

P. at Q. R. second square 



This is a very simple situation, and if neither party 
had any other piece to move, the game would of course 
be drawn, as neither Pawn can pass the other, it is 
immaterial which begins. But if there were other 
pieces on the board, it may be of great importance who 
has the move ; for example, suppose the situation as 
follows ; 



SECOND SITUATION. 



WHITE. 

K. at K. R. square 

Pawn at Q. R. second square 



BLACK. 

IC at K. third square 
P. at Q. R. second square 
P. at adv. K. R. second square 
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p. at K. Kt. Becond square P. at adr. K. Kt. tkifd square 

P. atadv, K. B. third scfiiare 
P. at adv. K. fourth squar« 
P. at adv. Q. third square 

The wiii&iiig or drttwiirg the game is this position 
depends entirdy on who is to begin ; if you play first 
tiie game will be obrawD^ if your adversary, you wfll 
win. Suppose then that you begin as fbUows. 

1. Q. R. P. one square 1. Q. R. P. one square 

2. Q. R. P. one square 2. Q. R. P. one square 

Had you began with Q. R* P. two squares, Black 
would have played the same, and the position would be 
like the present. You are now compelled to move one 

of the other Pawns ; for example : 

"I 

3. Q. P. one square 3. K.. t^ikes Q, P. 

4. K. B. P. one square 4. K. to K. second square 

5. K. P. one. square 5. K. to K. B. square 

6. K. P. one square and cheeks 6. K. takes P. 

7. P. becdsies a Q. md checks 7. K. takes Q. and the game is 

drawn as White is stalemated. 

Bat suppose the Bhoak begin as follows : 

1. Q. R. P. one square. If he had 1. Q. R. P. one square 

moved it two squares, you 
should move yours also 2 sq. 

2. Q. R. P' one squaK 2. Q. R. P. one square 

3. K. to 0» 8eoondj(|«Mre, or to 3. K. B. P. one square; or 

K. B. second square Q. P. one square, and after- 

watds advances the Pawn to Queen. • 

If the Black's Q. R. Pawn» instead of being at Q.R. 
second square, had been at Q. R. third square, you 
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CHAPTER XIX. 

A Pawn against a Pawn. 
The two Pawns on the same file» and not passed. 



FIRST SITUATION. 



WHITE. 

P. at Q. R. second square 



BLACK. 

P. at Q. R. second square 



This is a very simple situation, and if neither party 
had any other piece to move, the game would of course 
be drawn, as neither Pawn can pass the other^ it is 
immaterial which begins. But if there were other 
pieces on the board, it may be of great importance w ho 
has the move ; for example, suppose the situation as 
follows ; 



SECOND SITUATION. 



WHITE. 

K. at K. R, square 

Pawn at Q. R. second square 



BLACK. 

Kk at K. third square 
P. at Q. R. second square 
P. at adv. K. R. second square 



75 



p. ftt K. Kt. seeond square P. at adr. K. Kt. third- square 

P. atftdv, K. B. third 8<tiiare 
P. at adv. K. fourth square 
P. at adv. Q. third square 

The wmaiBg or drttwfarg the game ib this position 
d^ends entirdy on who is to begin ; if yon play first 
dke game will be obrawn^ if your adyersary, you will 
win. SnppOse then that you begin as follows^ 

1. Q. R. P. one square 1. Q. R. P. one square 

2. Q. R. P. one square 2. Q. R. P. one square 

Had you begun with Q. R. P. two squares, Black 
would have played the same, and the position would be 
like the present. Tou are now compelled to move one 

of the other Pawns ; for example : 

"I 

« 

3. Q. P. one square 3. K., takes Q. P. 

4. K. B. P. one square 4. K. to K. second square 

5. K. P. one. square S. K. to K. B. square 

6. K. P. one square and cheeks 6. K. takes P. 

7. P. befomee a Q. "asd checks 7. K. takes Q. and the gaoie is 

drawn as White is stalemated. 

But snp|iose tire Bbek begin as follows : 

1. Q« R' P* one square. If he had 1. Q. R. P. one square 

moved it two squares, you 
should move yours also 2 sq. 

2. Q. R. P. one 8qan<e 2. Q. R. P. one square 

3. K. to Q. 8eoond«q«are> or to 3. K. B. P. one square, or 

K. B. second square Q, P. one square, and after- 

waards advances Uie Pawn to Queen>. • 

If the Black's Q. R. Pawn» instead of being at Q.R. 
second square^ had been at Q. R. third square, you 
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would win whether you begin or not ; this is owing to 
the power your own Q. R. Pawn has of moving one or 
two squares, and by that means of gaining the move ; 
if you begin you must play your Pawn one square 
only ; if you be second player you must advance it two 
squares, and the position will be as above. If, on the 
other hand, your Pawn were advanced one square, and 
his unmoved, he would draw the game, whether, he 
begin or not, because he could gain the move in like 
manner with his Pawn. 



THroD SITUATION. 

WHITE. BLACK. 

K. M adv. K. Kt. third square K. at K. Kt. square 

P. at adv. K. Kt. second square P. at Q. R. second square 

P. at Q. R. second square 

In this situation you will win wliether you begin or 
not ; this is owing to your King having the power of 
moving, which his has not ; it is, however, by no 
means indifferent whether you begin with the King or 
with the Pawn ; if with the latter, you cannot win the 
game ; for example : 

1. Q. R. P« one squai*e 1. Q. R. P. two squares 

2. If you move the Pawn, his King will be stalemated, and if you play . 
K. to adv. K. B. third square 2. Q. R. P. one square 

3. If you return to adv. K. Kt. third square. Black will be stalemated ; 

if you play elsewhere, you will lose K. Kt. Pawn, and though 
you can gain his Q. R. P.- yet you cannot win the game with 
yours 
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Suppose you had begun as follows: 

1. Q. R. P. two squares 1. If he were to play the same, he 

would lose, therefore, 
'Q, R. P. one square 

2. K. to adv. K. B. third square 2. Q. R. P. one square, and the 

position is the same as before, except that your Pawn is advanced 
one step further, but which makes no difference in the result. 

This shews you that by playing the Pawn one or two 
squares you cannot win the game ; you ought to play 
as follows : 

1. K. to.adv. K. B. third square : this move will win you the game : ob- 
serve the reason : if he move his King, you will advance yours to adv. 
K. B. second square, and then push the Pawn to Queen ; you therefore 
compel him as his best move to play the Pawn : now whether he play it 
one or two squares, you, as last player, can g^n the move by playing 
yours one or two squares. It appears then, that the reason you could 
DOt win when you began with the Pawn was, because he had the option 
of playing his Pawn one or two squares after yours had been played, 
and thereby gaining the move on you. Recollect of what importance it 
is for the last playesLto be able to move his Pawn one or two squares. 
Suppose he play 

1. Q. R. Pawn two sq. or (A.) 

2. Q. R.P. two squares 2. Is now forced to play his King, 

which enables you to advance yours to his K. B. second sq. &c. 

(A.) 

1. Q. R. P. one square 
2. If yon were to play Q. R. P. two squares, the game would be 
drawn, you should therefore play it only one square ; if he advance his 
one square, you should play yours also another square, and the position 
will be as before. You may also, on your second move, play 
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K. to adv. K. Kt. third square 2. Q. R. P. one square 

3. K. to ad¥. K. B. third square 3. Q. R. P. one square 

4. K. toadv. K. Kt. third square 4. Q. R. P. one square 

5. K. to adv. K. B. third square 5. K. to K. R. second square 

6. K. to adv. K.B. second s<|aarey aod then advances the Pawn to 

Queen; this is not so «hort a niethod as the above, iMr conld 
yott have gained the move with the Kiftg, bad he begun with 
Q. R. P. two squares. 



The two Pawns an the same file and both passed. 



FIRST SITUATION. 

WHITE. BI.ACK. 

Pawn at adv. Q. B. lourth square Pawo at adv* <2« B. fourth square 

In this and similar fiitnations, he who first advances 
to Qu^en will wia, for Aioagii the oth^ may also msdie 
a Queen yet she will he immediately taken by the 
adversary. The following situation will shew you the 
advantage of knowing the above rule. 



SECOND SITUATION. 

WHITE. BLACK. 

King at his square King at adv. K. thurd square 

Rook at Q. R. square Rook at adv. Q. B. fourth square 

Pawn at adv. K. R. fourth sq. Pawn at K. fourth square 

Pawn at K. B. fourth square 
Pawn at K. Kt. fourth square 
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Black bad the move and played as follows: 

1. Rook to adv. K. R. fourth square : this appears to be a very good 

move^ because it attacks a Pawn that cannot be defended, and 
thicate&s a checkmate Uie next move; it is however, very bad 
play, for White iHll now win the game.' 

1. R. to Q. R. third sq. and checks 

2. K. to adv. K. fourth square 2. R. to Q. R. fourth sq. & checks 

3. K. to Q. fourth square 3. R. takes R. 

4. Pawn takes R. 4. K. R P. one square 

5. P. to adv. K. R. third square 5. K. R. P. one square 

6. P. to adv. K. R. second square 6. K. R. P. becomes a Queen first, 

and of course wins 

Black lost because he forgot that bis Pawn after 
taking the White Rook would be on the same file 
as his adversary's, and that White having the move 
would make the first Q^^^^n* 



A Pawn on the King^s JRooVs file and the adversary's 
Pawn on the Queen's Rook's file. 



FIRST SITUATION. 
White Pawn at K. R. fourtheqiiaK Blaek Pawn at Q. R. fourth sq. 

In this sitnation the first player will wui» because he 
will make a Queen first and be aUe to take the adver- 
sary's if be pushes on to Qiieeni in the same manner as 
on the files ; the distance between the two files ofien 
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causes mistakes to be be made, you shoald there-, 
fore examine attentively the number of moves each 
player must make» before the Pawn can become a 
Queen ; in the above situation, each must make four 
moves; the number therefore being equal, the first 
player will win. The following situation will shew 
you how to take advantage of the knowledge of this 
rule. 



SECOND SITUATION. 

WHITE. BLACK. 

King at adv. K. B. fourth square King at ad7. Q. B. fouith square 
Bishop at K. Kt. second square Rools at adv. Q. fourth square 
Knight at K. B. fourth square Pawn at Q. R. fourth square 

Pawn at K. R. fourth square Pawn at Q. Kt. second squne 

Pawn at Q. fourth square .. 

WHITE TO MOVE. 

1 . B. takes P. and checks 1 . R. takes B. 

2. Kt. takes R. 2. King takes Kt. 

3. P. one square 3. Q. R. P. one square 

4. P. one square 4. Q. R. P. one square 

5. P. one square 5. Q« R. P. one square 

6. Pawn becomes a Queen and prevents the adv. Pawn from advancing 

to Queen, and consequently wins the game. 

White did very properly to take the Pawn with the 
Bishop, because after the exchange of pieces, he has 
to move, and the Rook's Pawns being at equal dis- 
tances from their eighth squares of course he makes a 
Queen first. Black did wrong to take the Bishop, 
because he made it easy for the White to win ; he 
ought to have moved the King. 
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IW Paums not passed, on adjoining files. 



FIRST SITUATION. 

WBITB BLA^K. 

K. at adr. K. Kt. third square K. at K. R. square 

P. at ad7. K. R. secood square P. at Q. R. third square 

P. at a Kt. third square 

It is evident that neither of the Pawns on the 
Queen's side can advance to Queen without being put 
en prise ; he who is first obliged to put his Pawn en 
prise will not win, nor will he always lose, as shall 
presently be shewn. Suppose that in this position you 
have the move, you will win by playing as follows : 

] . Q. Kt. p. one square 1. Q. R. P. one square • 

% U you were to take the Pawn, you would play ill, because you would 

stalemate the Black instead of winning the game ; you sh#uld 

play 
Q. Kt. P. one square 2. Q. R. P. one square 

3. Q. Kt. P. one square 3. Q. R. P. one square 

4. Q. Kt. P. one sqaare 4. Q. R. P. one square 

5. Pawn becomes a Queen or Rook and checkmates. 

It sometimes however happens that you cannot win ; 
for example : 

SECOND SITUATION. 

WHITE. ILACK. 

King at adv. K. Kt. third square IGng at K. R. square 

b2 
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Pawn at adv. K. R. second square Pawn at Q. R. fourth square 
Pawn at Q. Kt. third square 

BLACK TO MOVE. 
BLACK. WHITE. 

1. Q. R. P. one square 1. Your best move is to take the 

Pawn, for if you do not you wtll lose ; for example : 

Q. Kt. P. •■€ square 

2. Q. R. P. one sqvare 2. Q. Kt. P.<Me cquare 

3. Q. R. P. one square S. Q. Kt. P. one-square 

4. P. becomes a Q. 4. Q. fOt. P. «ne square 

5. Q. checks at adv. Q. Kt. square and then takes Q. Kt. P. and wins 

«asi)y. 



TiCQ Pawns on distant files. 



SITUATION. 
White Pawn at Q. fourth square Black Pawn at Q. Kt. fourth iq. 

As the Pawns are equidistant from the last line, they 
will each become a i^ueen, it matters not which has 
the move^ hut if White's Pawn were at Queen's third 
square he must begin in order to make a Queen. 



CHAPTER XX. 

One Pawn against two united Pawns. 



FIRST SITUATION. 

WHITE. BLACK. 

Q. Kt. P. at its third square Q. Kt. P. at its square 
Q. B. P. at its third square 

The tw^ iPawns vSHl win. Though tliis is a simple 
and easy position, yet it is not indifferent with which 
Pawn the White hegins, for if he were to play Queen's 
Knight's Pawn one square. Black would advance 
Queen's Knighf s Pawn two squares^ stopping the 
White Pawns, and supposing the White had nothing 
else to play, he would he obliged to^ sacrifice Queen's 
Bishop's I^wn and each party would make a Queen. 
White ought to begin with Qii^en's Bishop's Pawn 
one square, then Queen^s Knight's Pawn's one square 
and afterwards Queen's Bishop's Pawn. In &e fol- 
lowing position by taking proper advantage of your 
isolated Pawn you win the game. 



SECOND SITUATION. 

WHITE. BLACK. 

K. at K. B. four^ square K. at K. B. third square 

r 

Kt. at Q. B. third square B. at Q. Kt. tlnrd square 
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P. at Q. Kt. fourth sqaare P. at Q. R. second square 

P. at adv. K. B. fourth square P. at Q. B. second square 

WHITE TO MOVE. 

1. Kt. to adv. Q. 4th sq. & checks I. K, to K. Kt. second square 

2. Kt. takes B. 2. Q. R. P. or a B; P. takes Kt. 

3. Q. Kt. P. one square : this is the move which decides the game in 

your favour, as you thereby prevent the advance of his Pawns 

3. K. to K. R. third square 



4. K. to K. Kt. fourth square 

5. K. to adv. K. Kt. fourth square 

6. K. R. P. checks 

7. K. to adv. K. R. fourth square 

8. K. to adv. K. Kt. third square 

9. K. R. P. checks 

10. K. to adv. K. R. third square 



4. K. to K. R. second square 

5. K. to K. Kt. second square 

6. K. to K. R. second square 

7. K. to K. R. square 

8. K. to K. Kt. square 

9. K. to K. R. square 



10. Is compelled to advance the 
Pawn, which you take, and in two moves making a Queen or 
Rook you checkmate. 



THIRD SITUATION. 



WHITE. 

K. at K. R. second square 
P. at adv. K. second square 
P. at adv. K. B. thord square 
P. at Q. R. second square 
P. at Q. Kt. second square 



BLACK. 

K. at K. B. second 8(](uare 
P. at adv. K. R. third square 
P. at adv. K. Kt. second square 
P. at Q. Kt. fourth square 



In this situation, as neither of the Kings can quit the 
Pawns on the King's side, the game will depend en- 
tirely on the manner of playing the Pawns on the 
Queen's side : whether you have the move or not you 
should begin with Q. R, P. one square, then Q. Kt. P. 
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one square ; afterwards Q. EL P. oae square^ and yoa 
will easily win ; but if you were to play Q.. Kt. P. two 
squares for. the first move, you woidd not win;, for 
example: 

1. Q, Kt. P. two squares 1. K. |d his square 

2. It is evident that if you do not advance yonr Rook's Pawn two 

squares yon cannot possibly win, because he will play his King 
alternately to his K. B. second square, and to his own square. 
Perhaps on looking attentively you may think you ought to ad- 
vance the Pawn, because he will be obliged to take with his 
Q. Kt. P. you then advance your Q. Kt. Pawn towards Queen, 
and though he will make a Queen first, yet your Pawn on be- 
coming a Queen will check his King, and eompel him to move 
to.Q. second square, or to K. B. second square ; and then you 
make a second Queen with yojir King's Pawn, at the same time 
checking his King, and you would easily win, having two Queens 
to his one. I do not certainly suppose that you can calculate so 
' for, but there are many players who seeing all this and no more, 
would not hesitate to make the move, being sure of winning the 
game. I shall proceed to shew you that it would be very bad 
play, as Black will be able to make a move that will frustrate 
your plan and cause you to lose the game. Suppose then that 
oa your second move you play 

2. 'Q. R. P. two squares r 2. P. takes P. 

3. 0* Kt. P. one square 3. P. to adv. Q. R. third square 

4. Q. Kt. P. one square 4. P. to adv. Q. R. secoud square 
i. Q. Kt. P. one square 5. K. Kt. P. one square becomes 

a Queen and checks : this is the decisive move which wins the 
game. If you do not take the Queen, he will move her to his Q. 
Kt. third square, and wUl then take your Q. Kt. P. therefore 
6. K. takes Q. 6. P. to adv. Q. R. square becomes 

a Queen and checks, and afterwards plays Queen to adv. Q. Kt. 
second square checks and wins Q. Kt. P. and the game. 



■V •'■>'' 
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Tl»i is 1^ very m/fitmiug ailiMitmi» and I mquestym 
to study it atteafthdy. if Black on the ifflisia<re 
iiad aJivaDoed Us Pawn to your Q. it* square ^ 
stead of first sacrificing the K. Kt. Pawn, y^oii wcmM 
certainly have won the game, because your Pawn 
at the momettt of DMking a Queen woidd intye theclLr 
^ his King, but Biack by judiciously sacrificing a 
Fawn^ forces you to move to a square wiuch enables 
him to check you at the moment he advances to 
Queen, and prevents your Pawn from becoming a 
Queen. You observe that it is not enough to know 
Aat «ach wiU make a Queen, you must abo ascertain 
if he attack your King tibe moment he makes a -Queen, 
or if by a previous move he can force you to a square 
that will be attacked by the new Queen, I shall have ' 
occasion to speak of this more fully hereafter. 
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CHAPTEB XXI. 
Two rniiiedmgmnsi iw0 Meparabtd P«tn». 



FHIST SITUATION. 

WijUTH. BLACK. 

a Kc. Pawn aod Q. B. Pawn and 

Q. R. P. at their sqoares Q. B. P. at their squares 

In tbis situi^tioB the nnited Pawns will win whether 
they have Ihe move or not ; for example : suppose yon 
tiegin 

1. O. Kt. P. two fqnarefl. If y«u had {Uayed this Pawn ooiy one square, 

you would lose : see (A.) 

1. Q. B. P. one square 

2. Q. R. P. two squares : you might idso play it one square 

2. Q. R. P. one square 

3. Q. R. P. one square 3. Must adiranoe Q. B. P. one sq. 

which you take, &c. 

(A.) 

1. Q. Kt. P. one square 1. Q. B. P. two squares 

2. Q. R. P. one square. If you adnmoe it two squares, Black will do the 

«aBie 2. Q. R. P. one square 

3. Q. R. P. one square 3. Q. R. P. one square 

4. As you are forced to advance Q. Kt. P. you of course lose. 

The reason of yovr Using the game %y adFancing 
Q. Kt. Pawn one square OBly^ is this. After he has 
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played his Q. B. P. twa squares you each remain with 
a Rook's Pawn unmoved; the position is therefore 
reduced to two Pawns on the same perpendicular 
line not passed^ see page 75, where I have shewn you 
that the last player can frequently win the game, from 
the power he has of gaining the move by advancing 
his Pawn one or two squares ; in the present instance, 
your adversary is last player, he can therefore gain the 
move on you and force you to lose the game ; if his 
Pawn had already been moved you would win ifrom 
the circumstance of your Pawn being able to raoye 
one or two squares. But perhaps, you will ask, how 
is it that the White wins by playing Q. Kt. P. two 
squares ? for after the Black has played Q. B. P. one 
square, the Rook's Pawns remain in the same situation 
as before, and White is to play : the reason is obvious : 
the black Pawn has not indeed moved, but he has no 
longer the power of moving it two squares without put- 
ting it jen /^r^se of your Q. Kt. Pawn, he can therefore 
no longer gain the move as before. 



Q. Kt. Pai^rn 
Q. B. Pawn 



SECOND SITUATION. * 

» 



I at their fqaaret J' Pawn'^'' \ ** ^^^^ n^mn 



In this situation the first player will lose, it is how- 
ever, by no means easy for the second player to win. 
Suppose the White to begin. 



r 
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1. Q. B. P. two squares or (A.) (BO 1. Q. R. P. two squares. Had he 

played this Pawn one square ooly, or Q. P. one square he would 
not have won (see D.) 

2. If Q. B. P. one sq. Black plays 2. Q. R. P. one square 
If Q Kt. P. one square Q. B. P. one square 

The White is now (compelled to play one of the 
Pawns en prise. Black o& course takes it and wins. 

• • • • . . 

(A.) 

1. Q. B. P. one square 1. Q. R. P. one square : no other 

move would win 

2. If Q. B. P. one square. Black will play Q. R. P. one square^ and the 

position will be as before, therefore 
Q. Kt. P. one square, or (C.) 2. Q. P. one square : this is the 

only move to win 

3. If Q. B. P. one sq. Black plays 3. Q. R. P. one square 
If Q. Kt. P. one square Q. P. one square 

Thas compelling the White to put one of the Pawns 
en prise. 

(B.) 

1. Q. Kt. P. two squares 1. Q. P. two squares 

2. If Q. Kt. P. one square. Black 2. Q. P. one square 

plays 
If Q. B. P one square Q. R. P. one square 

Black of course wins. 

(C.) 
2. Q. Kt. P. two squares 2. Q. P. two squares and wins 

(D.) 

1. Q. B. P. two squares 1. Q. P. one square 

2. Q. Kt. P. two squares 2. Q. R. P. one square 
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3. Q. B. P. one aqnare 3. P. takes P. 

4. P. takes P.- 4. Q. K P. o«e dgatoe 

5. Pawn one square becomes a Queen in two «i0vea» and takes the 

black •Pawn if it advance to Qveni. 



If the Black play first, the method of winning for 
the White is the eame ; that is, wiea the Black plays 
his Q. Pawn, yo« play your Q. Ki. P. when he plays 
his Q. R. Pawn, yon play yonr Q. B. P. and always 
the same number of squares ; any other way of playing 
either draws or loses the game : this you may practise 
by yourself, observing that the game is supposed to be 
drawn if each player ma!ke a Queen. 
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CHAPTER XXII. 



^Pwo united Pawns against two united Pawns. 



FIRST SITUATION. 

WHITE. BLACK. 

Q. R. P. at its fourth sqoare Q. R. P. at its third square 

Q. Kt. P. at its fourth square Q. Kt. P. at its third square 

In similar situations the last player has an adrantage, 
because he can either force his adversary to move some 
other piece, or after the exchange of Pawns he will 
have the move ; for suppose the Black .to move and 
that he can play nothing but the Pawns without losing 
the game, yoxi viU certainly win, for whichever Pawn 
be plays, you move the one he attacks, and prevent his 
moving the odier: bat suppose it suited you to remain 
vei(b the move after the Pawns are blocked, you should 
take his Pawn instead of advancing your own. The 
following situation will shew this more clearly. 



SECOND SITUATION. 

WHITE. BMCJK. 

K. at adv. K. B. third square K. at K. Kt. square 

r 

P. at adv. K. Kt. second square Q. R. P. at its third square 
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Q. R. P. at its fourth square Q. Kt. Pawn at its third square 

Q. Kt. Pawn at its fourth square 

In this situation your object should be to force his 
King to move, that you may be able to play your King 
to adv. K. R. secpnd scpiare, and then advance K. Kt. 
P. to Queen ; this you can effect whether you begin or 
not. Suppose the filack begin 

1. Q. R. P. or Q. Kt. P. one sq. 1. Ought not to take the Pawn, but 

should advance the attacked Pawn 

2. Black is now compelled to move King to K. B. second square : you 

play your King to adv. K. R. second square, and then advance K. 
Kt. P. &c. 

Suppose the White begin 

1. .K. to adv. K. Kt. third square 1. Q. Kt. P. one square 

2. Must not play Q. R. P. to adv. Q. R. fourth square, because Blacli 

would be stalemated, therefore 
P. takes P. 2. P. takes P. or (A.) 

3. K. to adv. K. B. third square 3. Is compelled to play K. to K. R. 

second square 

4. K. to adv. K. B. second square, and then K. Kt. P. one square, &c. 

(A.) 

2. Q. R. P. one square 

3. Must not take Q. R. P. you should play 

P. to adv. Q. Kt. third square 3. P. takes P. or plays oae Sf|«are 

4. P. to'adv.Q. Kt. second aqnaie 4. P. one square 
5» P, becomes a Queen or Rook and checkmates 



r 
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THIRD SITUATION. 

WHITE. BLACK. 

a Kt\ ] ** ^^^^ ^^^^ squares ^ ^'^^p | at their third squares 

> 

In situatioiis similar to the above, where neither 
party has any thing to play besides the Pawns without 
losing, he who moves first will lose; for example : sup- 
pose Black to play Q» Kt. Pawn, White should also 
play Q. Kt. Pawn, and Black having nothing better to 
play than Q. R. Pawn must of course lose; had he be- 
gun with Q. R. PawD, White should do the same. 



FOURTH SITUATION. 

WHITE. BLACK. 

«• ^; p ^ \ a' *eir squares «• ?; P*'° " '" '^^^^ 

Q. Kt« P. ( ^ Q. Kt. Pawn at its third square 

In this situation you will win whether you play first 
or not, supposing that your adversary has nothing bet- 
ter to play than the Pawns; this arises from your being 
able to play froM your Pawns either one or two squares, 
whereas only one of his has that privilege; were one of 
your Pawns at its third square, you could not gain 
unless you were last player. 



FIFTH SITUATION. 

WHITE. BLACK. 

Q. R. P. and > „. ^, . .«„««^ Q. R. P. and ) ^ ^, . 

Q Kt P s 8qu.ves Q Kt P \ ^^®"' ^9^**'®* 
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In this situation tbe first player will lose if he have 
nothing bett^ to play than the Pawns, and for the 
same reascm as before, for the moment Black has played 
one of his Pawns, you wiD have two Pawns that can 
be pli^ed one or two squares, and hm only one; all you 
fanre to obserre is to play your T?Bmm poreriidy as be 
does his. 



SIXTH SITUATION. 

WHITE. BLACK, 

In this position the first player will lose ; for example : 
suppose the Black begin 

1, Q. B. P. two squares, or (A.) 1. Q. R. P. two squares 

2. If he play Q. B. P. one square, you play Q. B. P. one square, bjaC if 
Q. Rt. P. one square 2. Q. Kt. P. one square 



3. Must lose 



(A.) 



1. Q. Kt. P. one square 1. 0. Kt. P. one square 

2. Q. B. P. one square 2. Q.B. P. onr square 

S, If Q. Kl. P. one square you^ do tlie- same ; b«t tf Q* B. P. one sq. 
you move Q. R. P. one square, &c. 

All you have to observe la to play your Q. Kt. P. as 
he plays his, and your Q. R. P. in the same manner as 
he plays his Q. B. Pawn. If you begin, he must play 
in the same manner or he cannot win. 



r 
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CHAPTEB. XXIII. 

Two united Pamm$ against thr» umUd Pawns. 

Thb ttffee Pawna will win^ if pioperfy pla]M, ex- 
cept in poaitiaQ lik« the following: 

WHITE. BLACK. 

CL Kt Pawn > ^ ^* ^^^^ ) 

rT n *D f »» tJ»«*r m»rw Q. Kt. Piwn V at iMy third squares 
^' B- P- * a B. Pawn S 

Suppose Black to play Q. Kt. Pawn, he cannot win, 
because you would play Q. Kt. Pawn two squares, 
which would prevent the advance of his Pawns, and if 
he had nothing to play but the Pawns, he would loae« 
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CHAPTER XXIV. 

We shall now proceed to examine situations in 
which one party has two or more Pawns against a Piece, 
supposing frequently the Kings, from one of the be- 
fore-mentioned causes, unable to move to advantage. 

It will not be necessary to give an example of one 
Pawn against a Piece, because unless it be considerably 
advanced, it can always be stopped or taken. It will 
however be useful to instruct you how to know whether 
your King, when at some distance, can prevent a Pawn 
from becoming a Queen, without counting every square 
with the fingers as some players do. 

The rule is, that when your King is in the quadran- 
gle formed by the square on which the Pawn stands, 
and the square where it will become a Queen, he will 
stop the Pawn, whether he have the first move or not ; 
for example: 



FIRST SITUATION. 

WHITE. BLACK. 

K. at adv. K. B. fourth square P. at Q. Kt. fourth square 

Here the four corners of the quadrangle formed by 
Pawn and the square where it will become a Queen, 
are Black Q. Kt. fourth square, K. B. fourth square. 
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and White's Q. Kt. square, and K. B. square, the 
White King on adv. K. B. fourth square is evidenily 
in ihe quadrangle, and can therefore stop the Pawn, 
or take it if it become a Queen, whether he have the 
first move or not. 

If the White King were at his Knighf s third square, 
that is beyond the quadrangle, he will not be able to 
stop the Pawn unless he play first, and it is indifferent 
whether he move the King to K. B. second, third, or 
fourdi square, as all those^squares are in the quadrangle. 



SECOND SmiATION. 

WHITS. BLACK. 

K. at K. R. square P. at Q. Kt. second square . 

In this position, though the King is in the quadrangle 
f<»med by the Pawn and Whitd Q. Kt. square, yet he 
will not stop the Pawn unless he have the move : this 
is solely owing to the Pawn being able to move two 
squares at first ; for if the Black begin, he will move to 
Q. Kt. fourth square, and White will be two moves 
beyond the square, and therefore cannot prevent the 
Pawn from winning. 

It however often happens that your own pieces or 
your adversary's, prevent your King from moving the 
shortest way ; for example : 
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THIRD SITUATION. 

WHITB. BLACK. 

K. at Q^ Kt.Cottith square K. «t K. B« aqitaxe 

Kt at a^lv. Q. R. second square B. at K. fourth square 
P. at adv. Q. B. third square P. at adv. K. third square 

In this situation, his Bishop prevents your King from 
moving to Q. B. third square, so as to be in the quad- 
rangle ; therefore if you had no Pawn you could not 
prevent his Pawn from becoming a Queen, but having 
a Pawn at adv. Q. B. third square, you will draw the 
game by sacrificing it; you should therefore play 

1. Q. B. P. one square 1. Must take it with the Bishop to 

prevent its becoming a Queen 

2. K. to Q. B. third square 2. If he advance the Pawn, you 

will gain it by playing to Q. second squara, and if 

B. to Q. Kt. third square 

3. Kt. to adv. Q. Kt. fourth $q, 3. K. to his second square 

4. K. to Q. third square, and afterwards moves Ift. to Q. B. third sq. 

or Q. fourth square, aud tb«n attacks th^ Pawn with it, &c. 

In the following situation, though very simUar to the 
former, thei Black will win by a scientific move. 



FOURTH SITUATION. 

WHITE. BLACK. 

K. at U. Kt. fourth square K. at K. B. square 

Kt. at adv. K. R. third square B. at K. fourth square 

P. at adv. Q. B. third square P. at adv. K. third square 



r 
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WHITE TO M OVIS. 

1. P. one square 1. B. takes P. 

2. K. to Q. B. third square 2. B. to adr. K. B. fourth square 

3. Kt. removes 3. P. one square and afterwards 

becomes a Queen 

You obsenre that by advancing the Pawn, his Bishop 
prevents your moving to your Q. second square : the 
only move you had in the former situation to stop the 
Pawn. This arose from the peculiar situation of your 
Knight^ for had it been on almost any other square you 
would not have lost. It is scarcely necessary to add, 
that if you had allowed him to take the Knight with 
the Bishop, he would easily have won. 
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CHAPTER XXV. 

Tioo united Pawns against a Knight, 

It is evident that in order to prevent the Pawns from 
advancing to Queen, it is necessary that the Knight 
either stop their progress or capture them ; but if he 
take one of them, it must be in such a position that the 
other cannot escape him : hence it follows that the two 
Pawns arrived at their seventh squares inevitably win ; 
for example : 

FIRST SITUATION. 

WHITE. BLACK. 

K. B. P. at adF. K. B. aecondsq. Kt. at Q. third square 

K. Kt. P. at adv. K. Kt. second sq. 

It is clear that the Knight can do nothing better than 
take K. B. P. and it is equally so that White will ad- 
vance the other Pawn to Queen. 

llie Pawns will also win against the Knight if they 
be both advanced as far as their sixth squares, and 
have the move; for example : 



SECOND SITUATION. 

WHITE. BLACK. 

K. B. P. at adv. K. B. third sq. Kt. at Q. fourth square 
K. Kt. P. at adv. K. Kt. third sq. 
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White should play the Pawn that is attacked, for if 
he were to play the other Pawn, the Knight would 
take the Bishop's Pawn and stop the other. If the 
Knight were at King's fourth square. White ought to 
play K, Kt. P. first. If neither of the Pawns were 
attacked. White would win, though Black had the 
move ; for as Black cannot attack them both, he cannot 
do better than attack one of them, but we have seen 
that White wins although one Pawn is attacked. 

If you have the Pawns, you should endeavour to 
advance them to their sixth squares, before they are 
attacked ; if you have the Knight, you should endea- 
vour to attack both the Pawns, or a Pawn and one or 
two of the squares before them. I shall now give you 
a few situations, and shew you the proper play on both 
sides. 



m 

THIRD SITUAJJPN. ^ 

WHITE. BLACK. 

Kt. at adv. K. R. square King's Pawn and 

Queen's P. at their fourth sq. 

WHITE TO MOVE.'] 

* • 

In this situation the Knight will stop or take the 
Pawns; the Knight would "^ds^*^ win if it were on any 
other square, as the Pawns ibe so little advanced. . 

1. Kt. to adv. K. Kt. third square -LVKf P. one square 

■if. "" 

2. Kt. to K. B. fourth square '% Q. P. one square 






3. Kt. to K. Kt. Mcoud H^tre *. if you had moved to K. aecond square, 

Bladi would hare won. (tee A.) 

3. K. P. one square or (B.) 

4. Kt. to K. square 4. K. P. one square 

5. Kt. to Q. third square : any other more would lose the game 

5. Mast evidently lose both Pawns 
if he have notfalDg better to play. 

(A) . 

3. Kt. to K. second square 3. Q. P. one square 

4. Kt. toQ. B. third squate : this Is the only move that prevents the Q. 

P. from advandog in two moves Jo Queen. . 

4. If he were to play Q. P. one sq. 
you would stop the Pawns by playing Kt. to Q. square and then 
to K. third square, therefore he plays^ 

K. P. one square ; the two Pawns 
having reached theSr s^h squares without being attacked will 
win, as has been already remarked. 

(B.) 

3. Q. P. one square 

4. Kt. to K. third square 4. Q. P. one square 

5. Kt. to Q. square, &c. 

White can also win the Pawns by a diiFereut method 
of play : place the Pieces as before and play 

*1. Kt. to adv. K. B. second square 1. K. P. one square 

2. Kt. to adv. K. fourth square 2. If he advance K. Pawn you 

should play Kt. to K. B. third square, or to Q. third square and 
then to K. square as before, therefore 

 Qi P. one square 

3. Kt. to Q. B. fourth square 3. If he play Q. P. one square you 

should play Kt. to K. third square and then to Q. square, &c, 
and if 

K. P. one square 
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4. Kt. to Q. Kt. seeoad Hmre or 4. K. P. oae square 

to adv. K. fourth square 

5. Kt. to Q. third square, &c. 



FOURTH SITUATION. 

WHITE. BLACK. 

Kt. at Q. square K. Pawn at ks fourth square 

Q. Pawn at hs fourth square 

Suppose White begins : 

i 

1. Kt. to 0- B. thbd'square 1. Q« P. oae square 

2. Kt. to K. fourth square and then to Q. second square, &c. 

Suppose Black begins : 

1. K. P. one square or (C.) 

1. Kt. to Q. B. third square 2. K. P. one square 

2. Must not take Q. P. because Black would win, therefore 
Kt. to K. second square and then to Q. fourth square &c. 

(C.) 

; 1. Q. P. one squats 

1. Kt. to K. B. second square 2. 0. P. ouesquaM 

2. Kt. to K. fourth square and then to Q. second square, &c. 



FIFTH SITUATION. 

WfllTE. BLACK. 

Knight at adv. Q. R. square K. P. at adv. K. fourth square 

Q. P. at adv. Q. fourth square 
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When the Pawns are thus far adranced, the Knight 
sometimeB loses from being too far off, and some- 
times from being too near; for example: If the 
Knight be placed on any square of the line, between 
Black King's Rook's and Queen's Rook's squares, 
or on adv. K. R. second square, or Q. R. second 
square, you would lose, . because the Ejright would 
be too far distant to istop the Pawns. ^If the Knight 
be at K. Bishop's square, or Q. Bishop's square, 
you will also lose, because the Knight is too near ; 
on any other square you would win. Suppose then 
that your Knight is at adv. Q. R. square and that you 
have the moye. 

1. Kt. to adr. Q. Kt. third sqoare 1. K. P. one square : had he played 

Q. P. one square he would not have won : (see A.) 

2. It matters not whither the Kt. moves, Black will advance K. P. in 

two moves to Queen.. 

(A.) 

1. Q. P. one square 

2. Kt. to Q. B. fourth square 2. Q. P. one square 

3. KL takes Q. P. 3. K. P. one square 

4. Kt. to K. B. third square and then to K. square, &c. 

Suppose the Knight at K. Bishop's square and White 
to begin. 

1. Kt. to Q. second Square (B.) (C.) 1. K. P. one square 

2. If you move to K. B. square, or to Q. B. fourth square. Black ynh 

advance K. P. to Queen, and if you play to any other square, he 
plays Q. P. one square, and the. Pawns are in a winning position ^ 
as before observed. 
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(B.) 

1. Kt. to K. R. second square 1. If he played Q. P. one square he 

would lose by your pla^g Kt. to K. B. square, &c. therefore 

K. P. one square 

2. If you play Kt. to K. B. square or to K. Kt. fourth square, he will ad- 

▼anee K. P. but if you play Kt. to K. B. third square, he must 
play Q. Ps one square, &c. 

(C.) 

1. Kt. to K. Kt. third square 1. K. P. one square 

2. If you play Kt. to K. second square, he will advance Q. Pawn, and if 

yon moTe it to any other square, he will play K. Pawn and win. 

It will I think be needless to shew you how to win, 
if your Knight be favorably placed ; you may practice 
the method by yourself. I have as usual supposed 
that neither party had any thing else to play, but the 
Knight or the Pawns : if however Black could have 
played his King, though not to the assistance of the 
Pawns, the Knight could never have Won them, the 
utmost he could do, ii^ould be to stop them. 



p3 



\ 
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CHAPTER XXVI. 

Tu)o separated Pawns against a Knight. 

If there be more than one file between the two 
Pawns, and they be already rather far advanced tiie 
Knight will not be able to stop them ; for exsunple : 



FIRST SITUATION. 

 ^ 

WHITE. BLACK. 

K. Pawn at K. fourth square Koight at Q. second square 
Q. Kt. P. at adv. Q. Kt. fourth pquare 

If you were to more and you bad notiiing to play but 
the Pawns, it is evident you would lose them, there- 
fore, in situations where the Knight can move to at- 
tack the two squares immediately before the Pawns he 
will will, unless the Pawns be far advanced. But 
suppose Black to begin you will win; for example: 



BLACK. 

1. Kt. to Q. Kt. third square 

2. Kt. to Q, fourth square 

3. Kt. to K. second square 

4. Kt. to Q. B. third. square 

5. Kt. to Q. Kt. square 



WHITE. 

1. K. P. one square 

2. K. P. one square 

3. Q.' Kt. P. one square 

4. Q. Kt. P. one square 

5. K. P. advances in two moves to 

Queen 



If the two Pawns be separated by only one file, 
the Knight will be better able to stop or wtn them 
than if they were united ; if, however, they reach 
their seventh squares unattacked, they will win whe- 
ther they have the move or not ; if they have both 
reached their sixth squares^ and one or both of them be 
attacked, they will also win if they have the move ; for 
example : 

« 

SECOND SITUATION. 

* 

WHITE. BLACK. 

Q. Kt, P. at adv. Q. Kt. second sq* Kt. at Q. B. third iquare 
Q. Pawn at adv. Q. second square 

It is evident the Pawns will win whether they begin 
or not. 



THIRD SITUATION. 

WHITE. BLACK. 

Q. Kt. p. at adv. Q. Kt. third sq. Kt. at K. B. second square, or at 
Q. P. at adv. Q. third square Q. B. square 

The Pawns will win if they have the move ; if the 
Knight be at K. B. second square. White must play 
Q. Kt. Pawn, and not Q. Pawn ; if the Knight were 
at Q. B. square, White may play either of the Pawns. 



FOURTH SITUATION. 

WHITE. BLACK. 

Q. Kt. p. at its fourth square Kt. at K. R. second square 

Q. P. at its fourth square 
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It is indifferent which begins. Black wUl easily stop 
the Pawns ; for example : 

1. Q. Kt. P. one square 1. Kt. to K. B. iquare 

2. Q, Kt. P. one square 2. Kt. to Q. second square 

3. Q. Kt. P. one square 3. Kt. to Q. Kt. square, then to Qv 

second square, and back to Q. Kt. square, &c» 
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CHAPTER XXVII. 

Two united Pawns against a Bishop* 

If the two Pawns have reached their sixA or seventh 
squares, and neither of them attacked, they will win ; 
in almost all other cases the Bishop will «top or win 
them. 



FIRST SITUATION. 

WHITE. BL>«CK. 

h. at adv. K. B. second square P. at adr. Q. third square 

P. at adv. K. fourth square 

If the Black were to play he would win, because, by 
playing K. P. one square, both Pawns will have reached 
their sixth squares, without being attacked ; for exam- 
ple: 



BLACK. WHITE. 

1. K. P. one square 1. B. to adv. K. Kt. third square, 

or to any other square 

2. If he were to play Q. Pawn one square, yon would stop the Pawns 

hy playing the Bbhop to adv. K. R. fourth square, hut if he phiy 
K. P. one square, you cannot prevent it from hecomiug a Queen 

But suppose White to begin : 
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1. B. to adv. K. Kt. third square 1 . Q. P. one square 

2. B. to adv. K. R. fourth square, and coutinuiug on the diagonal line, 

between Q. square and adv. K. R. fourth square, prevents the 
advance of the Pawns. 



SECOND SITUATION. 

WHITE. BLACK. 

Bishop at Q. square P. at adv. K. fourth square 

P. at adv. Q. fourth square 

If Black begin, the Pawns will win by playing first 
Q. Pawn and then K. Pawn, having both the Pawns at 
their sixth squares unattacked ; but if White begin, the 
Bishop will stop the Pawns; for example : 

1. B. to Q. Kt. third square, or (A.) 1. Q. P. one square 

2. B. to Q. B. fourth square 2. Q. P. one, square 

3. B. to K. second square 3. K. P. one square 

4. B. to Q. square, &c. 

(A.) 

1. B. to K. second square 1 . If he play K. P. one square, you 

should continue on the diagonal lietween K. B. square, and adv. 
Q. R. third square, therefore 

Q. P. one square 

2. B. to K. B. sqoait ; luul you played the Bishop to wrr other square. 

Black would faftve won 

2. Q. P. due squire 

3. B. to K. second square, then lo Q. tfquare, Asc. 

You obserre it is by forcing him to move Q. P. to 
your Q. second square, and then t^iag the command 
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.of the diagonal line between yourQ. sqnare and adv. 
K. R. fourth square, that your Bishop is able to stop the 
Pawns. You might also play in the following manner, 
but still on the same principle. 

1. B. to Q. B. s^ond square 1. Q. P. one square * 

2. B. to Q. Kt. square ; you would have lost had you played any other 

moi^. 

2. Q. P. one sqnare 

3. B. to Q. B. second square 3. K. P. one sqnare 

4. B. to Q. square, &c. 
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CHAPTER. XXVIII. 



Two separated Pawns against a Bishop, 



\ •- 



FIRST SITUATION. 

WHITE. BLACK. 

Bishop at Q. square Q. Kt. P. at Hs fourth square 

K. P. at its fourth square 

If Black begin, the Pawns will win ; for example : 

1. K. P. one 8V]nare 1. B. to K* second square 

2. Q. Kt. P. one square 2. B. to Q. B. fourth square 

3. K. P. one square 3. B. to Q. third square 

' 4. Q. Kt. P. one square 4. B. to Q. B. fourth square 

5. Q. Kt. P. one square 5. B. to Q. third square 

6. K. P. one square 6. B. takes K. P. 

7. Q. Kt. P. becomes a Queen, &c. 

If, however. White begin, the Bishop will be able to 
stop the Pawns ; for example : 

1. B. to Q. B. second square 1. Q. Kt. P. one square 

2. B. to Q. Kt. square 2. Q. Kt. P. one square . 

3. B. to Q. third square 3. Q. Kt. P. one square 

4. B. to K. fourth square, &c. 

It is evident that if Black have nothing to play but 
his Pawns he must lose them. Observe that the Bishop 






4. A 
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is able to stop the P^wns only by taking possession 
of the ' diagonal line which runs from White Q. Kt. 
square to Black K. IL second square, but when the 
Black began, it was of no use to the White to take 
possession of that diagonal, because Black on the se- 
cond moye passes it with his King's Pawn. The fol- 
lowing rule will teach you to ascertain if you can stop 
two separated Pawns with a Bishop. Observe, if by 
placing your Bishop on any square before either of the 
Pawns (on the same perpendicular line) whether the 
diagonal it commands towards the other Pawn has been 
already passed by that Pawn ; if it have not, it is evi- 
dent that the Bishop, by remaining on that diagonal, 
will stop the Pawns : if it have, you must seek another 
diagonal line over which the two Pawns must pass ; if 
there be no other, you cannot stop them ; if there be 
and you can gain possession of it, the Pawns cannot 
advance ; for example : 



SECOND SITUATION. 

• WHITE. BLACK. 

B. at Q. B. square K. Pawn at its fourth square 

Q. Kt. Pawn at its fourth square 

In this position suppose it were your move, it would 
evidently be of no use your taking possession of the 
diagonal line between your K. Kt. square and Black 
Q/R. second square, by playing Bishop to K. third 
square, because the Q. Kt. Pawn has already passed it; 
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you most therefore look for some o&er-beyond wkick 
the PaWBfl have not passed. If you moTe your Bidlop 
to Q. Kt. second square, the diagonal line it thfen com^ 
mands will be of no nSe to yon, becanse Black will pass 
it by playing K. P. one squire ; you onght to play yonr 
BiBhop to Q.«jcond square, and remaii. on the line be- 
tween your King's square aild your adv. Q. R. fourth 
square, and the Pawns will not be able to pass that 
line. If the Black had the move one of the Pawns 
would become a Queen, by his playing Q. Kt..Pawn 
one square, for it would be of no use to play your Bi-- 
diop to King's third square, as the Q. Kt. P. has 
already passed the line the Bishop commands ; if you 
play Bishop to Q. second square, Black wi^l advance 
Q. Kt. P. ; if you play Bishop to Q. Kt. second square 
he will tidvance K. P. equidly passing &e line your 
Bishop commands. 



. THIRD SITUATION. 

WHITE. BLACK. 

Bishop at Q. second square K. P. at its square 

Q. Kt. P. at its square 

In this situation you have the choice of two lines 
to stop the Pawns, viz. by remaining with the Bishop 
on the diagonal between your King's square and your 
adversary's Q. R. fourth square, or by playing the 
Bishop to Q. B. third square and remaining on the 
great diagonal between your Q. R. square and adv. 
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K. R. square. It may Jiowever sometimes hap- 
pens that though the Bishop be unable to take the 
command of one line over which both the Pawns 
must pass, it can nevertheless stop the Pawns ; for 
example : 



FOURTH SITUATION. 

WHITB. BLACK. 

B. at adv. K. R. fourth square Q. B. P. at Its third square 

K. R. P. at its third square 

In this situation, White will stop the Pawns whe- 
ther be have the move or not ; for example : 

1. B. to K. B. third square 1. Q. R. P. one square 

2. B. to Q. square 2. Must lose one of the Pawns im- 

mediately and afterwards the other. 

Had the White on the first move played the Bishop 
to Q. square ; the Pawns would have won. ^ 
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CHAPTER XXIX. 

Two united Pawns against a^Rook. 

The Rook will wiu the Pawns except in the follow- 
ing cases : if they have reached their seventh squares, 
the Pawns will win; if they be at their sixth squares and 
neither of them attacked by the Rook, they will win, 
whether they have the move or not ; when they are at 
their sixth squares, if the Rook attacks one of them, 
they will nevertheless win if they have the move, hence 
it follows, that if one Pawn be at its seventh square* 
and the other at its sixth, the Pawns will win whether 
they begin or not. 



FIRST SITUATION. 

WHITE. BLACK. 

Rook at adv. K. Kt. square P. at adv. Q. Kt. third square 

P. at adv. Q. B. third square 



WHITE TO MOVE. 



1. R. to adv. Q. B. square 

2. R. to adv. Q. Kt. square 

3. R. takes P. 



1. Q. Kt. P. one square 

2. Q. B. P. ope square 

3. Q. B. P. becomes a Queeu, &c. 
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SECOND SITUATION. 



WHITE. 

R. at adF. K. Kt. square 



BLACK. 

P. at adv. Q. Kt. fourth square 
P. at adv. Q. B. third square 



If Black begin he will win by advancing Q. Kt. P. 
but if White play first, the Rook will win the Pawns ; 
for example : . 



1. Rook to adv. Q. B. square: had it been moved to adv. Q. Kt; square. 

Black would have won, (see A.) 

1. Q. Kt. P. one square 

2. Rook takes Pawn 1. Q. Kt. P. one square 

3. B. to Q. Kt. third square aud wius the Pawn. 



1. R. to adv. Q. Kt. square 

2. R. to adv. Q. B. square 

3. R. to Q« fi. third square 

4. R. takes Q. B. P. 



(A.) 



1 . Q. B. P. one square 

2. Q. Kt. P. one square 

3. Q. Kt. P. one square 

4. Q. Kt. P. becomes a Queen 
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CHAPTER ^XX. 

I 

Two separated Pavms against a Rook, 

The 'Rook will generally be able to win or stop the 
Pawns : if however the Pawns be far advanced they 
will sometimes win ; for example : 



FIRST SITUA'nON. 

WHITE. BLACK. 

Rook at adv. Q. B. square Q. R.^P. at adv. Q. R* third square 

Q. ]^. P. at adv. Q. B. thifd square 

If White begin, the Rook will evidently win the 
Pawns : if the Black move first, the Pawns will win ; 
for example : 

1. Q. R. P. one square 1. R. to adv. Q. R. square 

2. Q. B. P. one square 2. R. takes Q. R. P. 

3. Q. B. P. becomes a Queen, &c. 



SECOND SITUATION. 

WHITE. BLACK. 

Rook at adv. K. R. square Q« R. P. at adv. Q. R. third 8q< 

a B. P. at adv. Q. B, third sq. 
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In this situation it is immaterial which begins? the 
Rook will be able to stop the Pawns. Suppose the 
White moye first, it is evident, that playing the Rook 
to K. R. second square the Pawns cannot advance : 
but suppose the Black to begin. 

1. Q. R. Prooe square 1. R. to K. R. sqaare 

2. Q. B. P. one squaire 2. R. to Q. B. square 

3. If the Black have oothing to play but the Pavnis, he muat of course 

lose them; but if he have any other piece to play, the Rook can- 
not take one of the Pawoa vdthout allowing the other to become 
a Qneen, so that the two Pawns effectually confine the Rook to 
the horizontal line he is on. 

If the White (having the move) had played the 
Rook to adv. K. square, he would also have been able 
to stop the Pawns, by playi,ng on the second move the 
Rook to King's square ; but if the Rook be played on 
the first move to adv. Q. squajre, the Pawn3 will win ; 
for example : 

1. R. to adv. Q. square I. Q. B. P. one square 

2. R to adv. Q. B. square 2. Q. R. P. one square 

3. Oanoot prevent one of (he Pawns from becoming a Queeo. 

The reason the White loses by playing the Rook to 
adv. Queen's square, is, because Black by advancing 
Q. B. P. prevents the Rook from playing to Queen's 
square, for if Black instead of playing Q. B. Pawn, . 
had played Q. R. Pawn, White would have stopped 
the Pawns by playing Rook to Queen's square. If 
White on the first move had played Rook to adv. Q. 
Kt. square, Black would have won by advancing either 
of the Pawns. 
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CHAPTER XXXI. 

Two Pawns against a Queen. 

The Queen will win the Pawns unless they be very 
far advanced, as in the following situations. 



I'IRST SITUATION. 

WHITE. BLACK. 

Q. at K. Kt. square Q. Kt. P. at adv. Q. Kt. second sq. 

Q. R. P. at ad?. Q. R. third sq. 

If Black have the move one of his Pawns will be- 
come a Queen by advancing Q. &. Pawn ; if White 
move first, he will stop the Pawns, by playing Q. to 
Q. Kt. square, and if Black have nothing to play but 
the Pawns he will lose them ; if however, Black can 
play any other piece White will not be able to take 
one of the Pawns without allowing the other to be* 
come a Queen. 

SECOND SITUATION. 

WHITB. BLACK. 

Q. at K. Kt. square Q. R. P. at adr. Q. R. second sq. 

Q. P. at adv. Q. feecond square 

In this situation White effectually stops the Pawns, 
but cannot take one of them without permitting the 
other to become a Queen. 
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CHAPTER XXXIL 

Two united Pawns against the King^ 

If the King can stop the most advanced Pawn, he 
can stop both ; for example : 



SITUATION. 

• WHITE. BLACK. 

King at K. Kt.'foun]i square Q. Kt. P. at iCB third square 

Q. B. P. at its fourth squai-e 

You probably recollect the method of ascertaining 
scientifically, whether your King can stop a single 
Pawn, which I explained to you page^; his Q. B. 
Pawn is the farthest advanced, and as your King is in 
the quadrangle, you of course can stop the Pawn whe- 
ther you have the move or not. Suppose the Black 
begins. 

1. Q. B. P. one square 1. K. to K. B. fourth square 

2. Q. B. P. one square 2. K. to his third square 

3. Q. Kt. P. one square 3. K. to Q. third square 

4. CK Kt. P. one square 4. .K. to Q. B. second square and 

wins the Pawns if Black have ootliing else to play ; but if Black 



O 
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can play any other piece the White cannot take the Pawns, be- 
cause the moment he takes Q. Kt. P. l^e is out of the quadran- 
gle, and the Q. B. P. will advance to Queen. 

Suppose one of the Pawns were at your Q. B. se- 
cond square, and the other at your Q. Kt. third square 
and your King at Q. B. square, the two Pawns effec- 
tually confine your King to your Q. B, square, Q. Kt. 
secofid square, or Q. second square. 



. -v * 
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CHAPTER XXXIIL 

s. 

Two separated Pawns against the King. 

The King will win both Pawns if the position be 
such, that after having taken one, he can overtake the 
other. 



FIRST SITUATION. 

WHITE. BLACK. 

King at adr. Q. fourth square Q. Kt. P. at its third square * 

K. B, P. at adv. K. B, fourth sq. 

In this position as your King is out of the square 
of his K. B. P. you would lose, if you had not the 
move, but if you play first, you will win both Pawns ; 
for example : 

1. K. to his fourth square 1. Q. Kt. P. one square 

2. K. talces P. 2. P. one square 

3. It is not necessary to proceed, your King is only one move beyond 

the square, and will therefore overtalce the Pawn. 

SECOND SITUATION. 

WHITS BLACK. 

K. at Q. second square Q. Kt. P. at its third square 

K. B. P. at ad?. K. B. fourth square 



» . •* 
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In this situation, though very similar to the formef 
and apparently as favourable for you, the Black ynll 
win, whether he move first or not ; for example : 

Suppose the White begins : 

1. K. to his aecond square 1. Q. Kt. P. one sqnare 

2. K. to K. B. third squlu^ 2. Q. Kt. P. one square 

3. K. takes P. ^ 3. Q. Kt. P. one square 

4. Being ttro moves beyond the squai-e, you cannot possibly overtake 

the Pawn 

The reason that in this situation you lose the game 
is, because his K. B. Pawn preventing your moving to 
your King's third square to attack his Pawn (for the 
King is never allowed to put himself into check) it 
takes you three moves to gain his K. B. Pawn, whereas 
in the former position you gained it in two moves. It 
will be very easy for the Black to win if he have the 
first move ; he has only to advance his Q. Kt. Pawn, 
and though you may take which Pawn you please, yet 
you cannot possibly overtake the other. But if he 
begin with K. B. Pawn, you will win both Pawns ; for 
example : 

1. K. B. P. one square ^ 1. K. to his third square 

2. Q. Kt. P. one square 2. K. takes P. 

3. Q. Kt. P. one square 3. K. to bis third square, and will 

overtake the Pawn. 



THIRD SITUATION. 

WHIT£. BLACK. . 

Q. R. P. at Its third square K. at Q. Kt. fourtii iqiiare 

Q. B, P. at its third square 
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In this situation, if the White have any thing to 
rhQve besides the Pawns, Black cannot take them ; all 
he can do is to stop them. It is evident that if the 
White had to move and could play nothing but the 
Pawns, he would lose them both. I shall new give 
you a position in which the White has a King which 
he ceai move, though not towards the assistMice of the 
Pawns placed as above, and as similar positions often 
occur, I shall shew you the proper moves for both par- 
ties. 



FOURTH SITUATION. 



WHITE. 

K.- at K. Kt. foarfib squoiie 
Q. B. P. at Its third square 
Q. B. P. at Its third square 



bLack. 
K. at Q. Kt. fourth sqaare 
K. p. P. at K. B. thbd square 
K. Kt. P. at K. Kt. fourth square 



This situation ought to end in a drawn game, as nei- 
ther player can take one Pawn without allowing the 
other to become a Queen. Suppose the White to be- 
gin. 



WHITE. BLACK. 

1. K. to adv. K. B. fourth square 1. K. to adv. Q. B. fourth sqaare 

2. Q. B. P. one square 2. Caonot take Q. B. P. because 

White would advance Q. B% P. and the black King would be two 
moves bejfond the square, therefore, 

K. to Q. B. fourth square 

3. Must not advance Q. B. P. because Black would play K. to Q. Kt. 

fourth square and win l>oth Pawns, therefore, 
K. to K. Kt. fburth square 3. Black ought now to play K. to 
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adT. Q. R. fourth sqnace, and White having nothing better to 
move than the King« the same mo?^ will be repeated, and the 
game consequently drawn. But suppose Black to play on the 
third movie : 

K. to Q. Kt. third square 

4. Must not move the King, because Black, by playing K. to Q. B. 

.fourth square, would win both the Pawns, therefore, 
Q. R. P. one square 4. K. to Q. B. fourth square 

5. Q. R. P. one square 5. K. to Q. B. third square 

6. Must npt move a Pawn for the reason above given, but 

K. to adv. K. B. fourth square 6. K, to.Q. B. fourth square* and 
as White must move the King, the same moves may be repeated, 
and the game will still be drawn ; but Black wUl lose If he allow 
the White Pawns to advance to their sixth squares. Suppose 
then, for eacample, that, instead of playing K. to Q. B. fourth 
square on the sixth move, Black plays as' follows : 

K. to Q. B. second square 

7. Q. B. P. one square 7. K. to Q. B. third square 

8. Q. R. P. one square 8. K. to Q. B. second square 

9. K. to K. Kt. fourth square 9. Can still draw the game by play- 

ing K. to Q. B. third square^ &c. but if he play any^ where elsey 
he will lose; for example : 

K. to Q. Kt. sqjoare 

10. Q. B. P. one square 10. K. to Q. R. square, or to Q. R. 

SQpond square 

11. Q. B. P. one square, and becomes a Queen the next move. If 

Black on the tenth move had played K. to Q. B. square, or to' 
qI B. second square. White would have advanced Q. R. P. In two 
moves to Queen.. 

Observe, that the two Pawns fflrriTed at their sixth 
squares and unattacked, always win, if you have any 
other piece that can be moved, whether you have the 
move or not. The Pawns must be played in such a man- 
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ner that when the King attacks one of them, die other 
may ^e able to advance, so as to be before the other 
at the distance of a Knight's move. 



FIFTH SITUATION. 

WHITE. BLACK. 

K. at adv. K. B. fourth square K. at Q. B. second square 

Q. Kt. P. at adv. Q. Kt. fourth sq. K. Kt. P. at K. Kt. second square 

Q. P. at adv. Q. fourth square K. B. P. at K. B. third square 

In this situation if you have the moye you^ will win, 
owing to your Pawns being so much further advanced 
than his, which will enable you to move your King to 
the assistiance of your Pawns, and to make a Queen 
before him ; for example : 

1. K. to adv. K. third square 1. K. Kt. P. two squares 

2. Q. P. one square and checks 2. K. to Q. square 

3. Q. P. one square 3. K. Kt. P. one square 

4. Q. Kt. P. one square 4." K. Kt. P. one square 

5. You might play Q. Kt.r P. one square, but it is shorter and more 

masterly to play 
K. to adv. Q. third square 5. K. Kt. P. one square 

6. Q. Kt. P. one square 6. P. becomes a Q. 

7. P. becomes a Queen or Rook and checkmates 
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CHAPTER XXXIV. 

JTiree united Pawns against a Knight. 

Thb Knight mtrst eadearour to gain one of the 
Pawns and then play according to the instructions 
already given. If the Pawns have reached their fifth 
squarfes^ they will win, whether they have the move or 
not, jirovided the £&igbt does not attack one of thein» 
in vdiich case, they niust have the move in order to 
win;fiir exaniiiie: 



SllUATTON. 

WHl-re. ' BLACK. * 

Pawn at adv. Q. Kt. fourth sq« Knight at adv. Q. square 
Pawn at adv. Q.-B* fourth sq. 
Pawn at adv. Q. fourth sq. 



• 



BLACK TO MOVE. 

1. Kt. to adv. Q. B. third square 1. Q. P. hecomes a Queen in three 

moves 

Suppose the Knight iilstead of being at adv. Queen's 
square, were at his own King's square ; and to play as 
follows : 

1. Kt. to Q. B. second square 1. Q. P. one square 

2. Kt. to K. third square 2. Q. B. P. one square and having 

two united Pawns at their sixth squares unattsu^ked, will win, as 
already explained. 
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CHAPTER XXXV. 

Three united Paums against a Blsliop. 

The Pawns will win if they reach their fifth squares 
without being attacked, whether they have 4he move 
or not, but if attacked they must have the miOve in or- 
der to win. 



-srruATiON. 

WHITE. BhkCK. 

Pawn at Q. Ke. fonrtfa sqtwre Bishop at K. Kt. fourth square 
Pawn at Q. B. fmtrth square 
Pawn at;Q. fourth square 

BLACK TO MOVE. 

1. B. to adT. Q. second square : bad he played B. to K. B. third square 

or to adv. K. third square, attacking Q. P. he Would have lost. 
See (A.) 

L Q. Kt. P. one square 

2. B. to adv. K. third square 2: If you play Q. Kt. P. X)ne square 

he will take Q. P. and afterwards play B. to K. fourth square 
and stop the Pawns. If you play Q. B. P. one square, he will 
take Q. P. and stop the Pawns as already explained, therefore 

Q. P. "one square 
3« B. to Q. B. fourth square gains one of the Pawns and can slop the 
others. 

(A.) 

1. B. to adv. K. third square 1. Q. P. one square 

2. B. to adv. Q. second sq. or (B.) 2. Q. Kt. P. one square 

62 
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3. B. to adv. Q. Kt. fourth square, to prevent the Q. B. Pawn frc 

reaching its fifth square, without being attacked. 

3. Q. Kt. P. one square 

4. B. to Q. third square 4. Q. Kt. P. one square 

5. B. to Q. B. second square 5. Q. B. P. one square 

6. B. to Q. Kt. square 6. Must not piay Q. B. Pawn be 

cause Black would stop all the Pawns, by keeping the Bishop o 
the diagonal line between his Q. Kt. square and your K. R. se 
cond square, therefore 

Q. P. one square 

7. B. to Q. R. second square 7. Q. P. on& square and in the 

next move advances one of the Pawns to Queen. 

(B.) 

2. B. to adv. Q. fourth square 2. Must not play Q. Kt. P. one 

square, because Black would play B. to. Q. B. fourth square, and 

stop the Pawns, therefore , 

Q. B. P. one square 

3. B. to adv. K. third square 3. Q. P. one square 

4. B. to adv. K. B. fourth square 4. Q. Kt. P. one square 

5. B. to K. fourth square 5. Q. P. one square 

6. B. to K. B. third square 6. If you were to play Q, B. P. one 

square, he would stop the Pawns by playing B. to Q. square, 
therefore 

Q. Kt. P. one square 

7. B. to Q. square 7. Q. Kt. P. one square 

8. B. to Q. B. second square 8. Q. Kt. P. beccJmes a Queen 

9. B. takes Q. 9. Q. B. P. becomes a Queen, &c. 
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CHAPTER XXXVI. 

Three united Pawns against a Rook. 

The three Pawns will also win against a Rook, if 
they can reach their fifth squares unattacked, whether 
they have the move or not ; if the Rook attack one of 
them, they will still win provided they have the move. 



FIR6T SITUATION. 

WHITE. ' BLACK. 

' Q. Kt. P. fttits fourth square Rook at K. R. square 

Q. B. P. at its fourth square 
Q. P. at its fourth square .  - 

In this situation, though the White move first. 
Black will win the Pawns, but it requires careful play. 

1. Q. B. P. one square (or A.) 1. R. to Q. squaie 

2. Q. B. P. one square 2. R. takes Q. P. 

3. Q. Kt. P. one square 3. If he were to play R. to'adv. Q. 

Kt. fourth square, you would win by playing Q. B. P. one square 
and then Q. Kt. P. one square as already explained, therefore 

R. to adv. Q. B. fourth square 

4. If you have nothing better to play than the Pawns, it is evident you 

must loSe them. 
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(A.) 

1. Q. P. one sqoare 1. R. to adv. K. R. fourth square: 

if instead of this move, he had played R. to Q. B. squai^, he 
would lose : (see B.) 

2. Q. B. P. one square 2. R. takes Q. Kt. P. 
3^. Q. P. one square * 3. R. to adv. Q. fourth square, &c. 

and not to adv. Q. B. fourth sq. 

If instead of playing Q. P. one square on the third 
move, you had played Q. B. P. one square ; Black 
ought to play R. to adv. Q. B. fourth square. 

(a) 

1. Q. p. one square > 1. R. to X2. B. square 

2. Q. B. P. one square . 2. R. to Q. Kt. square 

3. Q. P. one square 3. R. takes Q. Kt. P. 

4. Q. B. P. one square, and the Pawns having reached their sixth squares { 

without being attacked, will win, as before observed. You might 
also on the fourth move have played Q. P. one square. 



SECOND SITUATION. 

% 

WHITE. BLACK. 

Q. Kt. P. at adv. Q. Kt. fourth sq. Rook at K. R. ibuith square 
Q. B. P. at adv. Q. B. fourth sq. 
Q. P. at adv. Q. fourth square 

In this position if you were to advance the attacked 
Pawn, you would not win, but by playing either of the 
other Pawns you will win ; for example : 

1. Q. p. one square 1. R. takes Q. B. P. 

2. Q. Kt. P. one square: this is your best move> fbr had you played Q. 
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P. one square, lie would have played the Rook to his Q. fourth 
square, and hare won both the Pawns. 

2. R. to Q. B. square : if he had 
attacked either or both of the Pawns, he would have lost : see (A) 

3. Q. P. one squai'e 3. R. to Q. square 

4. Q. Kt. P. one square 4. R. to Q. Kt. square 

5. If you have nothing better to play than the Pawns, it is evident that 

you must lose them : it you have, then the two Pawns will con- 
fine the Rook to the side of the board. 

(A.) 

2. R. to Q. B. third square 

3. Q. P. one square 3. Cannot take Q. Kt. P. without 
allowing the other to become a Queen, therefore 

R. to Q, third square 

4. Q. Kt.P. one square 4. As he cannot play to the last line 

to stop both the Pawns, nor take Q. Pawn without permitting 
the other to beeome* a Queeu^ he must lose. 

You observe by the above moves that if you begin 
witli playing Q. P. one square, you ciannot win, but if 
you play in the following manner, the Black <;annot 
prevent your winning. 

1. Q. B. P. one square (or B.) 1. R. takes Q. P. 

2. Q. B. P. one square 2. R. to Q. B. fourth square 

3. Q. Kt. P. one square 3. If he continue on the Q. B. file, 

you play your Q. Kt. P, ; if he play elsewhere, your Q. B. P. 
will become a Queen. 

(B.) 

1. Q. Kt. P. one square 1. R. takes Q. P. 

'2. Q. B. P. one square, and the Pawns having reached then* sixth 
squares unattacked, must wiu as before explained. 
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CHAPTER XXXVII. 

Three united Pawns against a Queen. 

The Queen will generally win the Pawns^ except 
however they have reached their seventh squares ; for 
example : 



FIRST SITUATION. 

^ WHITE. BLACK. 

Q. Kt. P, at adv. Q. Kt. second s(q. Queen at Q. Kt. fourth square 
Q. B. P. at adv. Q. B. second sq. 
Q. Pawn at adv. Q. second square 

In this situation one . or two of the Pawns will ad- 
vance to Queen, whether they have the move or not ; 
but if the Black Queen were at her Bishop's fourth 
square, and had the move, she would prevent either of 
the Pawns becoming a Queen by taking Q. B. Pawn. 



SECOND SrrUATION. 

WHITE. BLACK. « 

Q. Kt. P. at adv. Q. Kt. third square Queen at Q. B. fourth square 
Q. B. P. at adv. Q. B. third square 
Q. P. at adv. Q. tliird square 
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In this situation, if you have nothing to play but the 
Pawns, you will lose them all, for if you begin with Q. 
Pawn, he will take Q. Kt. P. ; if you begin with Q. Kt. 
Pawn, he will take Q. Pawn, &c. ; but suppose you 
play as follows : 

1 . Q. B. P. one square 1. Q. to Q. B. third square. 

If he had played to any other square, you would 
have been able to make a Queen, but now he will win 
them all if you have nothing else to play. 



>- 
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CHAPTER XXXVIII. 



Three united Pawns against the King. 

With regard to three Pawns against a King, I 
shall confine myself to shewing you a few situations 
in some of which the King can stop the Pawns, and in 
others he cannot, as it would he too difficult for you to 
enter into' an analysis of the proper moves for both 
parties if the Pawns were at their squares and the 
adverse King near them. 



FIRST SITUATION. 

WHITE. BLACK. 

Q. Kt. Pawn, at its fourth square King at Q. B. second square 

Q. B. Pawn at adv. Q. B. fourth square 
Q. Pawn at its fourth square 

In this situation, if the Black have the move, be will 
be able to stop the Pawns by playing his King to Q. B. 
third square : if you have nothing better to play than 
the Pawns, you must, of course, lose all of them. 



r 
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SECOND SITUATION. 



WHITJB. 

Q. Kt. p. at its fourth tquare 
Q.B. P. at its third square 
Q. P. at its fourth square 



BLACK. 

King at Q. fourth square 



Here also Black will be able to stop the Pawns if he 
have the move by playing King to adv. Q. B. fourth 
square. A similar situation when the side Pawns are 
within one square of Queen will give a different result ; 
for example : 



THIRD SITUATION. 

WHITE, BLACK. 

Q. Kt. P. at adv. Q. Kt. second sq. Ring at Q. square 
Q. B. P. at adv. Q. B. third square 
Q. P. at adv. Q. second square 

If Black have the move, and play K. to Q. B. se- 
cond square, you will nevertheless win by advancing 
one of the Pawns to Queen, and afterwards the other. 



y 



FOURTH SITUATION. 



WHITS. 

Q. Kt. p. at its third square 
Q. B. p. at its third square 
Q. p. at its third square 



BLACK. 

King at Q. B. fourth square 



The King will be able to stop the Pawns. It is im- 
material which begins ; suppose the White : 
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In the fint place, 

1. Q^ Kt. P. one square and checks 1. K. to Q. Kt. fourth square 

2. Q. P. one square 2. K. to adv. Q. B. fourth square 

and stops the Pawnii 

In the secotid place, 

1. Q. P. one square and checks I. (C. to Q. fourth square 

2. Q. KtrP. one square 2. K. to adv. Q. B. fourth square, 

and the position is the same as before. 

In the third place, 

1. Q. B. P. one square 1. K. to Q. B. third square 

2. Q. P. one square 2. K. to Q. Kt. third square 

3. Q. P. one square, or (A.) (B.) 3. K. to Q. B. fourth square 

4. -Q. Kt. P. one square & checks 4. K. to Q. third square 

5. Q. Kt. P. one square 5. K. to Q. B. fourth square, and 

the position is similar to wha^ we hare already had. 

(A.) 

3. Q. B. P. one square and checks 3. K. to Q. Kt. fourth square 

4. Q. Kt. P. one square 4. K. to Q. B. third square, and 

wins the Pawns 

(B.) 

3. Q. Kt. P. one square 3. K. to Q. B. second square 

4. If Q. B. P. one square, Black should play King to Q. B. third square, 

&c. therefore, 
Q. P. one square, or (C.) 4. K. to Q. third square 

5. Q. Kt. P. one square 5. K. to Q. B. fourth square, and 

stops the Pawns 

(C.) 

4. Q. Kt. P. one square 4. K. to Q. Kt. third square 

5. Is compelled to play Q. P. one 5. K. to Q. B. fourth squaie. Sec. 

square 



r^ 
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From the foregoing yoa will observe that when the 
three Pawns are abreast, and not too far advanced, if 
the King can be played to the fourth square, from the 
middle Pawn inclusive, on the same perpendicular line, 
he will stop the Pawns simply by playing the King be- 
fore the Pawn his adversary moves ; for example : 



FIFTH SITUATION. 

WHITE. BLACK. 

Q. Kt. Pawn ^ K. at either Q. Kt. square 

Q. B. Pawn > at thdr fourth iqrt. Q. B. sq. Q. sq. Q. Kt. second tq. 
Q.Pawn y a second sq. Q. Kt. third sq. Q. 

B. third sqaare, or Q. third square 

BLACK TO MOVE. 

In this situation the King being able to move from 
any one of the above squares to his Q. B. second square, 
which is, the fourth square from the middle Pawn in- 
clusive, will stop the Pawns simply by playing before 
the Pawn his adversary will move ; for example : if 
you play Q. P. one square, he ought to play to Q. third 
square ; if Q. B. P. one square, he should move K. 
to Q. B. th'ird square, and if Q. Kt. P. one square, he 
should play K. to Q. Kt. third square. 



SIXTH SITUATION. 

WHITE. BLACK. 

Q. Kt. P. at adv. Q. Kt. third sq. King at Q. second sqaare 
Q. B. P. at adv. Q. B. second sq. 
Q. P. at adv. Q. fourth square 
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' In thiM mtu^iQB the 
begin or not .; for exanpAe : 
Suppose Black plays firftt. 



wiB win wbeih^ they 



1. K. to Q. B. square \ 1. Q. P. one square 

2. K. to Q. Kt. second square, at 2, Q. P. one square, or Q. Kt. P. 

to Q. second square one square, & becomes a Queen. 

Suppose the White begin : 

1.. If you were to pby Q. P, one square, he would noreKing to Q. B. 
sqawe, and win ftU'thc Pawns, therefore, 
Q. B. P. becomes a Queea aqd 1. K. takes Q. 
checks 
2. Q« P. one square 2. If he play K. to Q. square, or 

to Q. second square, the Q. Kt. Pawn will become a Queen in 
two moves, and if he play elsewhere, the Q. Pawn will become a 
Q, in two move«. 
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CHAPTER XXXIX. 

1 SHALL now proceed to« instruct you how to play 
where one party has one or more Pawns and a Piece, 
and the other a Piece only, supposing, as usual, that 
the Kings cannot be moved, or that they are too far 
removed to be of any service. 



A Knight and Pawn against a Knight, 

The Knight will generally be able to stop or take the 
Pawn ; for example : 



FIRST SITUATION. 

WHITE. BLACK. 

KC. at K. B. fourth square ' Kt. at Q. B. second square 

P. at adv. Q. B. third square 

The Knights being both on black squares, if it be 
your move you will not be able to prevent his Knight 
from moving to and from his Q. B. seecmd square, but 
if it were his move you might, and yet you could not 
win if he play properly ; for example : 
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BLACK. WHITE. 

1. Kt. to Q. Kt. fourth square : had he played Kt. to Q. R. thii-d square, 

you would be able to advance the Pawn to Queen : (see A.) 

1. Kt. to adv. K. third square 

2. Kt. to Q. R. second square 2. Pawn one square 

3. Kt. to Q. B. square and the Knights being both on the same colour, 

and your move, you cannot prevent his playing alternately to 
Q. B. square and to Q. Kt. third square, because the Knifj^t can 
never gidn a move, for if the first move of a Knight be to a 
Black square, the second must be to a White one ; the third, 
fifth, seventh, &c. moves, to Black squares ; and the fourth, 
sixth, eighth, &c. moves, to White ones ; therefore the Knight 
has not the dioice of playing to a given square in one or two 
moves, which the other pieces have. 

(A.) 

1. Kt. to Q. R. third square 1. Kt. to adv. K. third square 

2. Kt. to Q. Kt. square, or 2. Pawn advances in two moves to 

to adv. Q. Kt. fourth square Queen 

In the following situation where you have another 
piece to play besides the Knight, you can always g^ain 
the move, and by that means advance your Pawn to 
Queen. 



SECOND SITUATION. 

WHITE. BLACK. 

K. Kt. at its square Knight at adv. Q. B. fourth sq. 

Q. Kt. at K. second square Pawn at adv. K. Kt. second sq. 

Q. B. P. at its third square 
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WHITE TO MOVE. 



1. K. Kt. to K. R. third square 

2. Q. Kt. to Q. B. square 

3. Q. Kt. to Q. Kt. third square 

4. Q. Kt. to Q. second square 

5. Pawn one square 

^ 6. K. Kt. to its square 

7. Q. Kt. to Q. Kt. third square 

8. Pawn one square 

9. K. Kt. to K. R. third square 

10. Q. Kt. Co Q. fourth square 

11. Pawn one square 



1. Kt. to ad7. Q. Kt. second sq. 

2. Kt. to adv. Q. B. fourth sq. 

3. Kt. to adv. Q. Kt. second sq. 

4. Kt. to adv. Q. R. fourth sq. 

5. Kt. to Q. B. fourth square 

6. Kt. to adv. Q. third square 

7. Kt. to K. fourth square 

8. Kt. to Q. B. third square 

9. Kt. to adv. a Kt. fourth sq! 

10. Kt. to Q. R. third square 

11. Kt. to Q. B. second square 

12. Kt. to Q. fourth square 



12. K. Kt. to its square 

13. Q. Kt. to adv. Q. Kt. fourth sq. 13. Kt. to K. second sqtuire 

14. Pawn one square 14. Kt. to Q. B. square 

15. K. Kt. to K. R. third square 15. Kt. to K. second square 

16. Q. Kt. to adv. Q. third square and afterwards advances the Pawn to 

Queen. 
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CHAPTER XL. 

A Knight and Pawn against a Bishop. 

The Biskop cau prevent the Pawn adTancing to 
Qaeen, because tbe Knight cannot force the Biskop 
to quit the diagonal litre, over which the Pawn nonst 
pass ; for example : 



SITUATION. 

 

' WHITE. BLACK. 

- Knight at adv. Q. B. fourth sq. Bishop at adr. K. B. fourth square 
Pawn at adr. Q. B. third square 

The Knight cannot possibly remove the Bishop from 
the diagonal line that runs from Black Q. Kt. square, 
to White K. R. second square ; it is therefore evident 
that the Pawn cannot advance without being taken, 
but by playing first your Knight to adversary's K. third 
square, and afterwards advancing your Pawn, you will 
gain the Bishop for the Pawn, as he will be obliged to 
take it to prevent its becoming a Queen. 
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CHAPTER XLL 

A Knight and Pawn against a Rook. 

Thb Rook will almost always win the Pawn for 
nothing. 



SITUATION. 

WHITE. BLACK • 

Rook at K. R. square Knight at K. B. square 

K. B. P. at its third square 

1. R. to K. B. square 1. Knight to Q. second square 

2. R. to K. B. second square 2. Is compelled to move either 

Kni^t or Pawn and of course loses the Pawn. 



CHAPTER XLIl. 

# 

A Knight and Pawn against a Queen. 

The Queen of course wins the Pawn with greater 
ease than the Rook, it will therefore be unnecessary 
to giye an example. 



H 
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CHAPTER XLIII. 

A Knight and Pawn against a King. 

The King will in most cases be able to stop or take 
the Pawn, it being of course understood that he is 
not out of the quadrangle formed by the square on 
which the Pawn is and that where it would become a 
Queen. 



FIRST SITUATION. 

WHITE. BLACK. 

KiDg at Q. Kt. square Kt. at K. Kt. fourth aqvare 

Pawn at K. B. third square 

1. King to Q. B. second square 1. Pawn one square , 

2. K. to Q. second square 2. P. one square 

3. K. to K. second square 3. P. checks 

4. K. to K. third square 4. if he have nothing to {day bat 

Knight OF Pawn he will of course lose the Pawn. 



SECOND SITUATION. 

WHITE. BLACK. 

King at Q. B. square Kt. at adv. K. third square 

P. at adv. K. B. fourth square 



t 
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In this situation if Black have the move he will win, 
though the White King could overtake the Pawn, if 
it were alone^ for example : 

 

1. Pawn one square 1. K. to Q. second square 

2. Pawn one square 2. K. to bis second square 

3. Pawn becomes a Queen, checks and wins. 

The reason the Black wins in the above situation, is 
owing to the position of his Knight which defends the 
Pawn when it becomes a Queen. 
--' Observe that when the Knight is behind the Pawn 
and defmds it, the King can never take the Knight 
without allowing the Pawn to become a Queen ; there- 
fore when you have a Knight and Pawn against a 
King, you should endeavour to defend your Pawn by 
playing the Knight behind it, and not before it ; for 
example : 



THIRD SITUATION. 

WHITE. BLACK. 

K. at K. Kt. tbird square K. at Q. R. square 

Kt. at adr. Q. B. second square 
Pawn at adv K. B. third .square 

BLACK TO MOVE. 

In this situation .it is by no means a matter of indif* 
ference whether Black defend the Pawn, by playing 
Koigbt to adv. King^a square^ or to adv. Queen's fourth 
square ; in the former eslse. White will be able tb draw 
the game ; in the latter Black will win; for example: 
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In th9 fint piflce, 

BLACK. WHITE. 

1. Kt. to adF. K. square 1. K. to K. B. second square 

2. If he more the IQiig, he will lose the Knight and afterwards the 

Pawn, and if he play the Knight, he wil lose the Pawn. 

In the second place. 

1. Kt. to adv. Q. fourth, square 1. K. to K. B. second square 

2. K. to Q. Kt. second square 2. K. to his thhd square 

3. K. to Q. B. i^ird square 3. If you take the Knight his Pawn 

will adraoce to Queen, therefore 

K. to K. B. second square 

4. K. to Q. fourth square 4. K. to his third square 

5. K. to K. fourth squaue 5. K. to K. B. second square 

6. K. to adv. K. fourth square 6. K. to K. B. square 

7. K. to adv. K. third square 7.. K. to his square 

8. Pawn checks 8. K. to K. B. square 

9. Knight anywhere 9. K. to K. Kt. second square 

10. K. to adv. K. second square and afterwards advances the Pawn to 
Queen. 



FOURTH SITUATION. 

WHITE. BLACK. 

King at Q. square King at K. B. second square 

Knight at K. B. second square Pawn at K. R. second square 
Pawn at adv. K. B. third sq. 

In this situation you should not move your Saiight 

to K. Kt. fourth square to defend the Pawn, because 

# 

Black by playing K. R. P. two squares, would compel 
your Knight to remove and then take your Pawn; you 
ought to play your Knight to K. fourth square, and 
then advance your King, in order to take his Pawn or 
push your own to Queen. 
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CHAPTER XLIV. 

A Bishop and Pawn against a Knight. 

If the Pawn be on a Rook's file it will go to Queen, 
but not if it be on any other file, unless it have reached 
its seventh square ; for example : 



FIRST SITUATION. 

WHITE. BLACK. 

Bishop »t Q. second square Knight at adr. Q. R. fourth square 
Q. R. P. at its third square 

WHITE TO MOVE. 

1. B. to Q. Kt. fourth square 1. Kt. to Q. Kt. third square 

2. B. to adv. Q. B. fourth square 2. If he play Kt. to adv. Q. R. 

fourth square, by playing B. to Q. fourth square, you will win 
the Kni^t the next move, therefore 

Kt. to Q. second square 

3. B. to Q. fourth square 3. Kt. to Q. Kt. square 

4. P. one square 4. Kt. to Q. B. third square 

5. B. to Q. B. thbd square 5. Kt. to Q. R. second square 

6. P. one square 6. Kl. to Q. Kt. fourth square 

. 7. P. one square 7. If he takes Bishop you will ad- 

vance the Pawn in two moves to Queen, therefore 

Kt. to Q. R. second square 
. 8. B. to Q. fourth square 8. Kt. to Q. B. tHird square 

9. B. to adv. Q. B. fourth square 9. Kt. to Q. Kt. square 
10. Pawn becomes a Queen in two moves. 
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SECOND SITUATION. 

WHITE. • BLACK. 

BUhop at K. second square Kt. at adv. Q. Kt. fourth square 

Pawn at Q. Kt. third square 

WHITE TO MOVE. 

1. B. to K. B. third square 1. Kt. to adv. Q. B. second square 

2. B. to adv. Q. fourth square 2. Kt. to adv. Q. Kt fourth 9quare 

3. B. to K. fourth square 3. Kt. to Q. R. third square, and 

will always be able to play the Kt. either to Q. R. third square, 
to adv. Q. R. second sqnare, to Q. B. third square, to Q. fourth 
square, to adv. Q. B. second square, or to adv. Q, third square, 
and back to adv. Q. Kt. fourth square and consequently to pre- 
vent the advance of the Pawn. 

It is evidently owing to the Knight having the choice 
of rix squares to play to, when at adv. Q. Kt. fourth 
square, from all of which he cannot be withheld by 
the Bishop, that the Pawn cannot advance ; but when 
the Pawn iis on a Rook's file, the Knight has the choice 
of four squares at most, from all of which the Bishop 
can withhold him, and eonsequeotly oblige him to play 
elsewhere, and then gain time to advance the Pawn. 
If the Pawn be on the Bishop's, King's or Queen's 
file, the difficulty of forcing the Knight away will be 
even greater, because he then has the choice of eight 
squares. If the Pawn have already reached its seventh 
square it will also win, and for the same reason, namely, 
because the Knight which is before it has the choice 
of only four squares, all of which the Bishop can pre- 
vent his occupying; for example: 
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THIRD SITUATION. "^ 

WHITE. BLACK. 

Bishop at Q. second square Knight at Q. B. square 

Pawn at adv. Q. B. se<x)nd sq. 

WHITE TO MOVE. 

1. B. to K. third square 1. Kt. to K. second square 

2. B. to K. B. second square 2. Kt. to Q. B. square 

3. B. to-adv. Q. B. fourth square 3. Must lose the Knight, &c. but 

if on the second move he had not played Kt. to Q. B. square, the 
Pawn would have gone to Queen. 

If the Bishop had been on a White square^ the re- 
sult would have been the same; for example: 



FOURTH SITUATION. 

WHITE. BLACK. 

Bishop at Q. square Kt. at Q. B. square 

Pawn at adv. Q. B. second sq. 

1. B. to K. Kt. fourth square 1. Kt. to Q. Kt. third square 

2. B. to K. R. third square 2. Cannot phiy to Q. B. square 

without being taken^ and if he play elsewhere, the Pawn will ad- 
vance to Queen. 
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CHAPTER XLV. 

A Bishop and Pawn against a Bishop. 

As the Bishops may be on the same, or on differ- 
ent colours, I shall give two situations ; in the first, 
I shall suppose the Bishops to be on the same co- 
lour ; for example : 



FIRST SITUATION. 

WHITE. BLACK. 

Bishop at adv. K. fourth sq. BUhop at Q. B. fourth square 
Pawn at Q. B. fourth square 

When the Bishops are on the same colour, the 
Pawn cannot advance to Queen, but it will cost the 
adversary his Bishop to prevent it ; for example, sup- 
pose White to play. 

1. B. to Q. B. third square 1. B. to Q. third square 

2^ B. to Q. fourth square 2. B. to adv. Q. Kt. fourth sq. 

3. P. one square 4. If be take the Pawn he loses 

the Bishop, and if 

B. to Q. R. fourth square 

4. B. to adv. K. fourth square . 4. B. to Q. square - 

5. Pawn one square 5. B. to Q. Kt. third square 

6. Pawn one square 6. Must take it, to prerent its go- 

ing to Queen. 



153 

SECOND SITUATION. 

WHITE. BLACK. 

Bishop at Q. fourth square Bishop at adv. K. B. thii'd square 
Pawn at Q. B. fourth square 

In this and similarsitnations, where the Bishops are 
on different coloured squares, the Pawn cannot possi- 
bly advalice to Queen, because the Bishop cannot be 
forced to quit the diagonal line over which the Pawn 
must pass, and which in the present instance, runs 
from Black Q. R. square to White K. R. square. 
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CHAPTER XLVI. 

A Bi$hop and Pawn against a Rook. 

The Rook will generally be able to stop or win the 
Pawn ; for example : 



FIRST SITUATION. 

WHITE. BLACK. 

Bishop at adv. Q. B. fourth sq. Rook at K. R. square 
Pawn at Q. fourth square 

WHITE TO MOVE. 

1. Pawn one square 1. R. to K. R. second square or 

to Q. square and prevents 
the advance of the Pawn 

/ In some situations the Pawn can only be taken at 
the expense of the Rook ; for example : 



SECOND SITUATION. 

WHITE. BLACK. 

Bishop at Q. fourth square Rook at Q. R. square 

Pawn at adv. K. R. third square 

It is immaterial which begins^ suppose the White. 

1. Pawn one square 1 . R. to Q. square 

2. Pawn heoonies \ Queen 2. R. takes Q. 

3. Bishop takes R. &c. 
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Suppose the Black begin. 

1 . As he cannot move Rook to Q. R. second square nor to K. R. square : 

in order to stop the Pawn, without being taken by the Bishop, 
it is of little consequence where he mores, suppose therefore 
R. to adr. Q. R. fourth square 1. If you were to move the Bishop 
to K. B. second square, he would be able to stop the Pawn with- 
out losing the Rook : (see A.) therefore 

Pawn one square 

2. If he take the Bishop, you will make a Queen ; and if he play R. to 

Q. R. square, by advancing the Pawn, you will win the Rook, as 
before. 



(A.) 

1. R. to adv. Q. R. fourth square I. B. to K. B. second square 

2. R. to Q. R. fourth square, and afterwards to K.R. fourth square, &c. 

You might, however, have played the Bishop on th^ 
first move, and yet have gained the Rook for the Pawn, 
for example : 

1. R. to adv. Q, R. fourth square 1. B. to adv. K. B. third square 
a^R. to Q. R. second square 3. B. to adv. K. Kt. second square 

3. R. to Q. Kt. second square 3. P. one square % 

4. If he take the Bishop, the Pawn will become a Queen, therefore 
R. to Q. Kt. square 4. Pawn becomes a Q. &c. 



THIRD SITUATION. 

WHITE. BLACK. 

Bishop at adv. Q. Kt. fourth square Rook at K. R. square 
Pawn at adv. K. B. second square 

BLACK TO MOVE. 
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In similiar situations Black must be carefiil not to 
move to that side where the Bishop is. In the present 
instance if he move to any other than K. B. square, 
he cannot prevent White from making a Queen ; for 
example : 

1. Rook to Q. Kt. square 1. B. to adr. K. square, and after- 

wards advances the Pawn to Queen. 

Sometimes the Bishop and Pawn are able to confine 
the Rook, and entirely prevent his moving without be- 
ing taken ; for example : 



FOURTH SITUATION. 

WHITE. BLACK. 

Bishop at Q. fourth square Rook at Q. Kt. second square 

Pawn at adv. K. R. third square 

BLACK TO MOVE. 

1. R. to K. R. second square. If he play any other move, he cannot 

prevent the loss of the Rook for the Pawn as we have already 
seen 

1. B^ to adv. K. Kt. second square 

2. The Rook cannot move without heing taken. 
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CHAPTER XLVII. 

A Bishop and Pawn against the Queen: 

' The Queen can generally stop or win the Pawn; 
when the Pawn is far advanced^ it however may be- 
come a Queen; for example: 



FIRST SITUATION. 

WHITE. BLACK. 

Bishop at Q. fourth square Queen at Q. B. square 

Pawn at adv. K. R. thli-d square 

Whitei having the move advances the Pawn in two 
moves to Queen. 



SECOND SITUATION. 

WHITE. BLACK. 

Bishop at adv. Q. Kt. fourth square Q. at K. R. square 

Pawu at adv. K. B. second square 

BLACK TO MOVE. 
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You will probably recollect that we had a similar 
situation with a Rook against a Bishop and Pawn, 
when I shewed you that if the Rook moved to that 
side of the Pawn where the Bishop was he would lose ; 
this is not, however, the case with the Queen ; for ex- 
ample: 

1. Queen to Q. Kt. square 1. Bishop to adv. K. square 

2. Q. to adv. Q. Kt. fourth square, and still prevents the advance of the 

Pawn to Queen, 
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CHAPTER XLVIII. 



A Bishop and Pawn against the King. 



nRST SITUATION. 

' WHITB. BLACK. 

Kiogat K. B. third square Bishop at adv. Q. Kt. fourth square 

Pawn at Q. B. fourth square" 

BLACK TO MOVB. 

1. Pawn one square 1. K. to his second square 

2. Pawn one square 2. K. to Q. square 

3. B. to adv. Q. R. third square 3. K. to Q. B. second square 

4. B. to ad?. Q. Kt. second square 4. K. to Q. square^ &c. 

It is evident that the Pawn cannot advance to Queen. 

In some positions the Pawn advances to Queen« 
though the King be in the quadrangle, owing to the 
peculiar situation of the Bishop ; for example : 



SECOND SITUATION. 

BLACK. WHITE. 

King at K. Kt. square Bishop at adr. O. Kt. fourth square 

Pawn at Q. B. fourth square 
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BLACK TO MOVE. 

1. Pawn one square 1. King to K. B. square 

2. Pawn one square 2. K. to his second square, or to 

his own square 

3. Pawn one square 3. The situation of the Bishop pre- 

- vents you from attacking the Pawn, and consequenQy it will foe- 
come a Queen. 



THIRD SITUATION. 

WHITE. BLACK. 

King at K. B. square Bishop at Q. B. third square 

Q, R. P. at its fourth square 

WHITE TO MOVE. 

In this situation you may prevent the Pawn advancing 
to Queen if you play properly ; a little inattention 
mighty however, easily cause you the loss of ttie game ; 
for example : 

1. K. to his square 1. Pawn one square 

2. K. to Q. square 2. Pawn on^ square 

3. K. to K. B. second square. If you had played to K. B. square, you 

could not have prevented his Pawn from becoming a Queen, see 

(A.) 

3. B. to Q. fourth square 

4. K. to Q. Kt. square 4. Pawn one square and checica 

5. K. to Q. R. square ; then to Q. Kt. second square, &c. 

(A.) 

3. K. to Q. B. square 3. B. to adv. K. fourth square 

4. You are now compelled to move to Q. square, or to Q. second square, 

and are therefore unable to prevent the advance of the Pawn to 
Queen. 
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If the Black could have played his King to the as- 
sistance of the Bishop and Pai^n, still he could not 
have won the game, because a Pawn on a Rook*s file 
with a Bishop that does not command the square where 
the Pawn would become a Queen, cannot win if the 
King that is alone can play to the B.ook's square, 
towards which the Pawn is proceeding ; for^example : 



FOURTH SITUATION. 

WHITE. BLACK. 

King at Q. Kt. square KiDg at adv. Q. Kt. fourth square 

Bishop at adv. Q. B. fourth square 
Pawn at adv. Q. R. third square 

« 

WHITE TO MOVE. 

1. K. to Q. R. square 1. B. to adr. Q. third square 

2. K. to Q. R. second square 2. K. to adv. Q. R. fourth square 

3. K. to Q. R. square 3. If he move K, to adv. Q. Kt. 

third square, the White will be stalemated, therefore 

B. to adv. Q. B. fourth square 

4. K. to Q. Kt. square 4 . K. to adv. Q. Kt. third square 

5. K.to Q. R. square 5. If he advance the Pawn, or 

move B. to adv. Q. third square. White will be stalemated, and if 

B. to Q. fourth square 
'6. K. to Q. Kt. square 6. Pawn checks 

7. K. to Q. R. square 7. If he move K. to adv. Q. R. 

third square, or to adv. Q. B. second or third square. White will 
be stalemated, and if K. to adv. Q. Kt. fourth square 

8. K. to Q. Kt. second square, and then bacic to Q. R. square, &c. as 

Blaclc cannot possibly prevent the White from moving to those 
two squares without stalemating him. 
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Tkis is not the only example of a King, a Piece, and 
Pawn being unable to win against the King. A Pawn at 
the adv. Knighf s third square, defended by a Bishop at 
the adv. Rook's second square,, cannot win if the King 
can be phyed to the Knight's second square before the 
Pawn ; for example : 



FIFTH SITUATION. 

WHITE. BLACK. 



King at Q. R. fourth square King at Q. Kt. second square 

Biithop at adv. Q. R. secoad square 



Pawn at adv. Q, Kt. fourth square 



BLACK TO MOVE. 

1. Pawn one square 1. K. to Q. R. third square 

2. K. to Q. B. third square 2« K. to Q, Kt. second square 

Your King is now in the situation before mentioned, 
and it will be impossible for the Black to win. 

3. K. to Q. B. fourth square 3. K. to Q. H. square 

4. K. to adv. Q. B. fouith square 4. K. to Q. Kt. second square 

5. K. to adv. Q. third square 5. K. to Q, R. square. If you had 

played K. to Q. B. square, jou would have lost the game, see (A.) 

6. If he plays K. to adv. Q. B. third square. White will be stalemated, 

and if 
K. to adv. Q. second square 6. K. to Q. Kt. second square 

7. K. to adv. Q. square 7. K. to Q. R. square 

8. If he play K. to adv, Q. B. square, you will be stalemated, and if 
K. to adv. Q. second square 8. K. to Q. Kt. second square 

9. K. to adv. Q. third square 9, K. to Q. R. square 

10. It is evident that he cannot play the King so as to prevent your 
moving either to your Q. R. square, or Q. Kt second square. 



\ 
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without stalemating you, nor can be win if he sacrifice the 
Bbhop ; for example : 
B. to adv. Q. Kt. square 10. K. takes B. 

11. K. to adv. Q. B. third square 11. K.t6 Q. B. square 

12. K.toadv.Q. Kt fourth square 12. K. to Q. Kt. second square 

13. K. to adv. Q. R. fourth square 13. K. to Q. Kt. square, and not to 

Q. R. square nor to Q. B. square, as will be expltdned in a future 
Chapter. 

14. K. to adv. Q. R. third square 14. K. to Q. R. square 

15. Pawn checks 15. K. to Q. Kt. square 

16. Is compelled to abandon the Pawn, or play K. to adv. Q. Kt. third 

square, and White is stalemated. 

(A.) 

5. K. to Q. B. square 
6. K. to adv. Q. B. third /quare, aud afterwards advances the Pawn in 
two moves to Queen. 

» 

If the Black had had a Pawn at adv. Q. B. second 
square instead of a Bishop, he would have won the 
game ; for example : 



SIXTH SrrUATION. 

WHITE. BLACK. 

King at Q. R. square King at adv. Q. Kt. fourth square 

Pawn at adv. Q. Kt. third square 
Pawn at adv. Q. R. second square 

WHITE TO MOTE. 

1. K. to Q. Kt. second square 1. Pawn becomes a Queen 

2. K. talces Q. 2. K. to adv. Q. R. third square 

3. K. to Q. Kt. square 3. Pawn one square 

4. Is compelled to play K. to Q. 4. K. to adv. Q. R. second square, 

B. second square and afterwards advances the 

Pawn to Queen. 
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CHAPTER XLIX. 

A Rook and Pawn agaimt a Knight. 

The Knight cannot prevent the advance of the Pawn 
to Queen, because the Rook can prevent the Knight 
from Bttacking th^ square before the Pawn, for exam- 
ple : 



SITUATION. 

WHITE. BLACK. 

Rook at K. Kt. fourth 8(|uare Kt. at Q. B. third square 

Pawn at adv. Q. B. foarth sqoare 

WHITE TO MOVE. 

1. R. to adr. K. Kt. third square 1. Kt. toadv* Q.Kt. foarth square 

2. R. to adv. K. R. third square 9. Kt. to Q. fourth square 

3. P. one square 3. Kt. to Q. B. second square 

4. R. to adv. K. R. second square 4. Kt. to K. third square 

5. R. to adv. K. second square 5. Kt. removes 

6. Pawn advances in two squares. 



\ 
\ 
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CHAPTER L. 



A Rook and Pawn against a Bishop. 



SITUATION. 

WHITE. BLACK. 

Rook at adr. Q. R. fourth square Bishop at adv. K. B. second square 
Pawn at Q. B. fourth square 

As the Rook cannot remove the Bishop from the 
diagonal line that is immediately before the Pawn, and 
which runs from Black Q. R. second square to White 
K. Kt. square^ it is evident that the Pawn cannot be- 
come a Queen, but the Bishop must be sacrificed to 
prevent it. 
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CHAPTER LI. 



A Rook and Pawn against a Rook, 



FIRST SITUATION. 



WHITE. 

Rook at Q. B. square 
Pawn at Q. B. fourth square 



BLACK. 

Rook at Q. B. fourth square 



In this position if Black have nothing to play but th< 
Rooky he will be obliged to sacrifice it to prevent th« 
Pawn*s becoming a Queen ; for example : 



1. R. to Q.B. seooBcLsqittre 

2. Pawn one square 

3. R. to Q. B. square 

4. P. ooe square 

5. P. oue square 

6. R. to Q. B. second square 

7. P. advances to Queen 



1. R. toQ.B. squave 

2. R. to Q.'B. tlMsfOare 

3. R. to K. third square * 

4. R. to K. square 

5. R. to Q. B. square 

6. R. i-emoves 



SECOND SITUATION. 



WHITE. 

Rook at K. R. fourth square 
Pawn at Q. B. fourth square 



BLACK. 

Rook at Q. B. fourth sqiiai-e 



1€7 

In this position the Pawn cannot advance without 
being taken, because Black wiU play his Rook on the 
line between K. R. fourth square and Q. R. fourth 
square, and prevent it. 

It will not be necessary to give you any example of 
aAook and Pawn against a Queen, as the Pbwn can 
very seldom be advanced to Queen, nor shall I say 
more about a Rook and Pawn against a King than that 
as a Rook, with tfie assistance of its own King, can 
easily checkmate, so much die more easy can a Rook 
and Pawn win. 

With regard to a Queen and Pawn against a Piece, 
it will be equally unnecessary to give examples, because 
we have already seen that the Queen without a Pawn 
can win against a Bishop or Knight. The Queen can 
also win against a Rook, except in a few positions, but 
the method is too difficult for you to understand at 
present. A Queen and Pawn against a Queen sel- 
dom wins, because it generally hi^ens that the party 
having the Queen only can draw the game by a perpe- 
tual check. We shall now proceed to those situations 
in which one player has a King and Pawn, and the 
other a Piece. 



les 



CHAPTER LII. 

A King and Pawn againtt a 

The Pawn cannot become a Queen, nnless it be on 
a Rook's file and within one square only of Queen ; in 
every other case (excqpt of course those, in which the 
Knight is too far off to be of use) the Knight may be 
sacrificed to prevent the advance of the Pawn to 
Queen ; for example : 
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FIRST SITUATION. 



WHITE. BLACK. 



King at Q.Kt. fourth tqoare Knight at Q. Kt. third square j 
Pawn at adv. Q. R. teeond sq. 



WHITE TO MOVE. 



1. K. to adv. Q. Kt. fourth square 1. Kt. to Q. R, square 

2. K. to ad?. Q. B. third square 2. Must lose the Knight, and if 

the Black could move any other piece the White would still win' 
the Knight hy playing K. to adv. Q. Kt. second square. 



SECOND SITUATION. 

WHITE. BLACK. 

King at adv. Q. R. fourth sq. Knight at Q. R. second square 
Pawn at adv. Q. R. third sq. 
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WHITE TO MOVK. 

1. K. to adv>Q. Kt. third square 1. Kt. to Q. B. square and checks 

2. K. to adv. Q. B. second square 2. Kt. to Q. R. second square 

3. K. to adr. Q. Kt. second square 3. Kt. to Q. Kt. fourth square 
4i K. to adv. Q. Kt. third Qquare 4. Kt. to Q. third square 

5. If you play the Pawn he win play- the Kt. to Q. B. square, checking 

your King and attacking at thp same time your Pawn, and of 
course you cannot prevent his taking the Pawn with the Knight ; 
and if 
K. to adr. Q. B. third square 5. Kt. to Q. B. square 

6. K. to adv. Q. Kt. second square 6. Kt. to Q. third square & checks 

7. K. to adv. Q. Kt. square 7. Kt. to adv. Q. Kt. fourth sq. &c. 

It is eTident that you cannot advance your Pawn 
without putting it en prise of bis Knight, or allowing 
/ him to attack your King and Pawn at the same time. 
If the Black had his King far off, for example, at his 
Rook's square, the above is the only method by which 
he could draw the game. 



THIRD SITUATION. 

WHITE. BLACK. 

K. at adv. Q. Kt. third square K. at adv. K. Kt. fourth square 

Q. Kt. P. at adv. Q. Kt second sq. Kt. at Q. Kt. square 

K. R. P. at its fourth square Pawn at K. R. fourth square 

, WHITE TO HOVE. 

In this situation the game will be drawn ; for exam- 
ple: 
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1. K. to adv. Q. B. second square 1. Kt. to 0. R. third sq. & checks 

2. If you play to any other than adr. Q. Kt. third square. Black ^riU. 

take K. R. P. therefore 
K« to adv. Q. Kt. third square 2. Kt. to Q. Kt. square 

3. K. to adv. Q. B. second square, &c. and the same moves will contmu- 

ally recur. But in the following situation though very similar 
to thiSy the Black will win. 



FOURTH SITUATION. 

WHITE. BLACK. 

K. at adv. Q. B. third square K. at adv. K. Kt. fourth square 

Q. B. P. at adv. Q. B. second sq. Kuight at Q. B. square 

K. R. P. at its fourth square Pawn at K. R. fourth square 

WHITE TO MOVE. 

1. K. to adv. Q. second square 1. Kt. to Q. R. second square and 

not to Q. Kt. third square 

2. K. to adv. Q. thbd square 2. K. takes K. R. P. 

3. K. to adv. Q. B. fourth square 3. K. to adv. K. Kt. third square 

4. K. to adv. Q. Kt. third square 4. Kt. to Q. B. square & checks 
6. K. to adv. Q. Kt. second square 5. Kt. to K. second square 

6. K. to adv. Q. Kt. third square 6. K. R. P. one square 

7. K. to adv. Q. B. fourth square 7. K. R. P. one square 

8. K. to adv. Q. third square 8. Kt. to Q. B. square & checks 

9. K. to adv. Q. second square 9. Kt . to Q. R. second square 
10. K. to Q. third squave 10. Q. R. P. one square and after- 
wards becomes a Queen aad wins easily. 

You will doubtless have remarked that the )oss of 
the game is owing to the Knight's being able to more 
to Q. R. second square on the first move and afterwards 
to Q. second square ; thus preventing your King from 
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attacking it immediately and giving the Black time to 
take the K. R. P. and advance his own to Queen ; in 
the former situation the Knight could not be moved so 
as to prevent your King from attacking it immediately, 
and consequently the game was drawn. 

It will not be necessary to say more respecting a 
King and Pawn against a Bishop, a Rook or a Queen, 
than that the Piece can generally stop the progress of 
the Pawn and take it. 



172 



CHAPTER LIII. 

A King and Pawn at its seventh square, against a 

King and Queen. 

/ ^^ » " 

A Rook's Pawn or Bishop's Pawn advanced as far 
as its seventh square and acqompanied by its King 
draws .the game against a King and Qaeen ; except 
in a few cases which I shall ^hew yon ; all the other 
Pawns in similar situations lose. I shall proceed to 
shew you how to wiu, if the Pawn be on a Knighf s 
file, and the same method must be pursued if the Pawn 
be on a King's or Queen's file. 



/ FIRST SITUATION. 

WHITE. ' BLACK. 

King at Q. Kt. fourth square King at adr. K. R. second square 

Queen at adv. K. third square Pawn at adv. K. Kt. second sq. 

WHITE TO MOVE. 

1. Q. to K. second square 1. K. to adv. K. Kt. third square 

2. Q. to K. square & checks 2. If he play to any other than 

adv. K. R. second square, you should play your Queen to R. Kt. 
square and then advance your King, therefore 

K. to adv. K. R. second square 

3. Q. to K. B. second square 3. K. to adv. K. R. square 

4. Q. to K. R. fourth sq. & checks 4. K. to adv. K. Kt. square 
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5. K. to Q. B. third square 5. K. to adv. K. B. square 

6. Q. to K. B. fourth sq. & checks 6. K. to adv. K. second square 

7. Q. to K. Kt. third square 7. K. to adv. K. B. square 

8. Q. to K. B. third sq. & checks 8. K. to adv. K. Kt. square 

9. K. to Q. third square ^ 9. K. to adv. K. R. square 
10. Q. to K. R. third sq. & checks 10. K. to adv. K. Kt. square 

11.' Must not move K. to his second square, on account of the stalemate, 
therefore 
K. to his third square 11. K. to adv. K. B. square 

12. K. to K. B. third square and afterwards takes the Paivn. 

The only method of winning is by forcing his King 
to move before his Pawn, which gives you time to 
play your King and ultimately to win the Pawn, but if 
it be a Bishop's Pawn you cannot force him before it, 
and if it be a Rook's Pawn it is useless, as we shall pre- 
sently see. 



Example of a Bishop* s Pawn. 



SECOND SITUATION. 

WHITE. BLACK. 

King at adv. Q. Kt. fourth sq. K. at adv. K. Kt. second square 
Queen at K. third square P. at adv. K. B. second square 

WHITE TO MOVE. 

1. Q. to K. second square 1. K. to adv. K. Kt. square : had he 

played K. to adv. K. Kt. third square he would have lost by your 
playing Q. to K. B. square and then the King towards the Pawn. 

2. Q. to K. Kt. fourth sq. & checks 2. K. to adv« K. R. second square 



174 

3. Q. to K. B. third sqiiare 3. K. to adv. K. Kt. square 

4. Q. to K. Kt, third sq. & checks 4. Is not compelled to move before 

the Pawn, bm plays 

K. to adv. K. R. sq. 

5. If yon take the Pawn, the Black will be stalemated, if you play your 

King, he will make a Queen ; and if you repeat the checks the 
same moves will recur, the game will therefore be drawn. 



Example of a Rook's Pawn. 



THIRD SITUATION. 

WHITE. BLACK. 

K. at adv. Q. Kt. fourth square K. at adv. K. Kt. second square 
Q. at adv. K. third square P. at adv. K. R. second square . 

WHITE TO MOTE. 

1. Q. to K. Kt. fourth sq. & checks 1. K. to adv. K. B. second square 

2. Q. to K. R. third square 2. K. to adv. K. Kt. square 

3. Q. to K. Kt. third sq. & checks 3. K. to adv. K. R. sqaare 

4. If you move the King, Black will be stsJemated ; you are therefore 

compelled to remove the Queen from the Knight's file, and con- 
sequently can never bring your King up to win the Pawn, the 
game is therefore drawn. 

There are however a few situations in which a King 
and Queen win against a Bishop's or Rook's Pawn, at j 
its seventh square, and which I shall now proceed to 
shew you. 
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FOURTH SITUATION. 

WHITE. BLACK. 

King at adv. K. B. fourth square King at adv. K. Kt. second square 
Queen at Q^ second square Pawn at adv. K. B. second square 

VITHITE TO MOVE. 

1. K. to K. Kt. fourth square 1. K. to K. Kt. square, or (A.) 

2. If you were to play K. to K. Kt. third square, he would malce a Knight 

of the Pawn, checking King and Queen, and draw the game ; 
therefore 
K. to K. B. third square 2. If he play K. to adv. K. R. sq. 

you should talie his Pawn with the King, hut if he play 

P. becomes a Queen & checks 

3. K. to K. Kt. third square 3. Cannot play any where to avoid 

checkmate either at your K. Kt. second square or K. R. second 
square, unless he lose the Queen for nothing. 



FIFTH SITUATION. 

WHITE. BLACK. 

King at adv. K. B. fourth square King at adv. K. R. square 
Queen at K. Kt. fourth square Pawn at adv. K. R. second square 

WHITE TO MOVE. 

1. Q. to K. second square 1. K. to adv. K. Kt. square 

2. K. to K. Kt. fourth square 2. P. becomes a Queen 

3. K. to K. Kt. third square 3. Cannot prevent your playing Q. 

to K. square and checkmating him unless he lose the Queen for 
nothing. Observe that if he play his Queen to your K. B. third 
square, you should not take it with the Queen but with the 
King. 



SIXTH SITUATION. 

WHITE. BLACK. 

King at Q. fourth square King at adv. K. R. square 

Queen at K. Kt. fourth square Pawn at adv. K. R. second square 



^ 
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WHITE TO MOVE. 

1. Q. to K. B. third square & checks 1.- K. to adv. K. Kt. square 

2. K. to his third square 2. P. becomes a Queen 

3. Q. to K. B. second square and 

checkmates 



SEVENTH SITUATION. 

WHITE. BLACK. 

King at Q. square King at ad^r. K. Kt. square 

Queen at adv. K. fourth square Pawn at adv. K. R. second square 

WHITE TO MOVE. 

1. K. to his second square 1. P. becomes^a Queen 

2. Q. to her fourth sq. & checlcs 2. K. to adv. K. R. second square 

3. Q. to K. R. fourth sq. & checks 3. If he play K. to adv. K. Kt. sq. 

you will checkmate him at K. B. second square^ therefore 

K. to adv. K. Kt. second square 

4. Q. to K. Kt. fourth sq. & checks 4. K. to adv. K. R. second sq^oare 

5. K. to K. B. second square and checkmates in three -move» 
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CHAPTER LIV. 

A Kmg and Pamm against a King, 

Thb winning or drawing of the game will depend en- 
tirely on the relative position of the Kings and the 
Pawn. I request your particular attention to this chap- 
ter : in the first place, because it often happens that a 
player remains with a King and Pawn against a King 
towards the end of the game ; secondly, because one 
incorrect move can seldom be retrieved; thirdly, be- 
cause many who have played mu<;h know very little 
about it, not from any real difBculty, but because they 
have never been properly instructed. 

A Pawn on a Rook's file with a King only can never 
win, if the adversary's King can be played to the Rook's 
square, where the Pawn would become a Queen, or to 
any square on that Rook's file before the Pawn ; for 
example : 



FIRST SITUATION. 



WHITE. BLACK. 

King at K. R. square King at K. Kt. third square 

Pawn at K. R. third square 

i2 
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In this situation it is impossible for the Black to win; 
all you have to do, is to play your King to one of the 
squares adjoining the K. R. square and back, which he 
cannot prevent without stalemating you. If your King 
were at K. R. second, third, or fourth square, the result 
would be the same, because in no case can he prevent 
your occupying your Rook's square without losing his 
Pawn. If there be two or more Pawns on the Rook's 
file, the result will be the same; this is not the case on 
the other files. It sometimes happens that you can 
draw the game, though unable to obtain possession of 
the Rook's square ; for example: 



SECOND srruATiON. 

WHITE. BLACK. 

King at his fourtli move King at adv. K. R. third square 

Pawn at adv. K. R. fourth square 

WHITE TO MOVE. 

1. K. to K. B. third square 1. K. to adv. K. R. second square 

2. If you were to attaclc the Pawn, you would lose : see (A.) therefore, 
K. to K. B. second square 

2. K. to adv. K. R. square 

3. K. to K. B. square 3, P. one square 

4. K. to K. B. second square 4. If he play Pawn one square, you 

should play K. to K. B. square, and if 

K. to adv. K. R. second square 

5. K. to K. B. square 5. If he play to adv. K. R. square, 

the same moves will recur, and if he phiy 

' K. to adv. K. Kt. third square 
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6. K. to K. Kt. square 6, Pawn diecki 

7. K. to K. R. square, and Black most either abandon the Pawn or 

stalemate the White. 

(A.) 

2. K. to K. Kt. fourth square 2. Pawn one square 

3. K. to K. B. third square 3. K. to adv. K. Kt. square, and 

afterwards advances the Pawn to Queen, &c 

You draw the game, if you play properiy, by confining 
his King to your Rook's file, for it is evident that as 
long as he remains on that file before the Pawn, he 
cannot make a Queen; and if he quit it, you will be 
able to play your King to his Rook's square as before. 
In the following situation, though you have apparently^ 
a lost game, yet you will be able to draw it in the same 
manner as the above. 



THIRD SITUATION. 

WHITE. BLACK. 

King at Q. B. fourth square King at adv. K. B. fourth square 

Pawn at K. R. second square Pawn at adv. Q. fourth square 

Pawn at adv. K. R. third square 



WHITE TO MOVE. 



1. K. takes Q. P. 1. K. to adv. K. B. third square 

2. K. to Q. third square 2. K. to adv. K. Kt. second square 

3. K. to his second square 3. K. takes P. 

4. K. to K. B. second square, and the position is the same as before. 
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We shall now proceed to examine sitaations in which 
one player has a King and a Pawn not on a Rook's 
file, and the other the King only» beginning with easy 
positions and proceeding to others more diflScnlt. 



FOURTH SITUATION. 

WHITE. BLACK. 

King at adv. a third tquare King at Q. B. square 

Q. B. P. at adv. Q. B. third sq. 

In this position the winning or drawing of the game 
depends entirely on who has the first move ; if you 
have the move you will win; if your adversary, the 
game will be drawn ; for example : 

Sjuppose the White begin : 

1. Pawn one square 1. Is compelled to play 

K. to Q. Kt. second square 

2. K. to adv. Q. second square and then advances the Pawn to Queen 

Suppose the Black begin. 

1. King to Q. square ; had he played to Q. Kt. square, VIHiite would have 

moved K. to adv. Q. second square and then advanced the Pawn 
in two moves to Queen. 

1. P. one square & checks or (A.) 

2. K. to Q. B. square 2. If the King move to any other 

than adv. Q. B. third square. Black will take the Pawn, and if 
he move to adv. Q. B. third square. Black will be stalemated ; 
the game is consequently drawn. 
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(A.) 

BLACK. WHITE. 

1. K. to.Q. sqaare 1. K. to adr. Q. fourth square 

2. K. to Q. B. second square 2. K. to adv. Q. B. fourth square 

3. K. to Q. B. square : if he had played auy other moye he would have 

lost, see (B.) 

3. K. to adv. Q. Kt. third square 

4. Must not play K. to Q. square, because White would move K. to adv. 

Q. Kt. second square, and then advance the Pawn to Queen ; 
therefore he plays in opposition to the White IQng : 
K. to Q. Kt. square 

4. K. to adv. Q. B. fourth square 

5. May play King to Q. B. square, ready to play in opposition to the 

King, if he move either to adv. Q. third square, or to adv. Q. Kt. 
third square ; but he may also play 
K. to Q. B. second square 

5. K. to adv. Q. fourth square 

6. K. to Q. B. square, in readiness to play K. to Q. square, in case the 

White move K. to adv. Q. third square ; for had the Black played 
any other move he would have lost, (see C.) 

6. K. to adv. Q. third square 

7. K. to Q. square and the position is the same it was at the beginning, 

and it is evidently drawn. 

(B.) 

3. K. to Q. Kt. square 3. K. to adv. Q. Kt. third square 

4. If he move K. to Q. B. square, you must advance the Pawn and then 

play your King to adv. Q. Kt. second square, &c. ; but if he play 
K. to Q. R. square 

4. Must not advance the Pawn be- 
cause Black would be stalemated, therefore 

K. to adv. Q. B. second square 

5. K. to Q. R. second square 5. K. to adv. Q. square and then 

advances the Pawn in two moves to Queen. 
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(c.) 

6. K. to Q. Kt. sqnare (or D.) 6. K. to adv. Q. third square 

or to Q. square 

7. K. to Q. B. sqoare 7. P. one sqnare and then K. to 

ady. Q. second square as before 

(D.) 

6. IC. to Q. Kt. thir4 sqnare 6. K. to ad?. Q. third square 

7. K. any where 7. K. to ad?. Q. second square and 

then advances the Pawn In two moves to Queen. 

From the foregoing examples jou will perceive that 
it is of the utmost importance, so to move the King 
that is alone, that he may be able to play in opposition 
to the adverse King, the moment he is played alongside 
the Pawn. Observe moreover, as a general rale, that 
when the Pawn checks at its seventh square, the game 
will be drawn ; but if it do not check it will win. Tou 
should endeavour if you have the Pawn to play your 
King before it, for though even then you cannot always 
win, yet your adversary is more likely to make mis- 
takes than if your King were behind it ; besides you 
cannot possibly win unless you are able to play your 
King to the Pawn's sixth square, before the Pawn, 
or to the seventh square of the adjoining file, not 
that it is always necessary to play the King there, but 
you must have the power of doing it or you cannot 
win ; for example : 
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FIFTH SITUATION, 

WBITB, BLACE. 

ffing at ad?. Q. fourth square King at Q. Kt. secpad square 
Pawn at adv. Q. B. fourth sq. 

In this situation if you have the move» you will win ; 
because your adversary cannot prevent your King from 
occupying the Pawns sixth square ; but if the Black 
were to begin^ the game would be drawn, because he 
can prevent your occupying that square ; for ex&unple : 

Suppose the White begin : ' 

1. K. to adv. Q. third square 1. If be move K. to Q. Kt. square 

it will not be necestarg for you to move your King to adv. Q. B. 
third square ; you may play him to adv. Q. second square and 
then advance the Pawh in three moves to Queen ; but suppose 
he play K. to Q. B. square 

2. If you were to move the Pawn, he would play his King to Q. square, 

in opposition to yours, and the game woold be drawn ; because, 
your Pawn would check on its reaching its seventh square> but 
if instead of playing your Pawn to its seventh square yoa moved 
the King, he would play as already directed in the fourth situa- 
tion, and draw the game. As yon cannot play the Pawn |with- 
out enabling him to draw the game, you must move the King, 
but if yon play him to any other than to adv. Q. B. third square, 
he will also draw the game, by playing his King to Q. B. second 
square ; thus preventing your King from occupying the Pawn's 
sixth square, which is necessary in order to win the game, as 
before observed. The only good move for you, is to play 
K. to adv. Q. B. third square 

In this position you will win, whether you have the 
move or not, therefore recollect this as a general rule. 
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that when the player who has the King and Pawn can 
play his King to the Pawn*s sixth square in front of 
the Pawn, he invariably wins, provided the adverse 
King be not between the King and Pawn, or in a 
situation where he conid immediately take the Pawn. 
It is now the Black's move, and he must play his King 
either to Q. Kt. square or to Queen's square ; if the for- 
mer, you play your King to adv. Q. second square; 
if the latter, you should play your King to adv. Q. Kt. 
second square ; and in both cases, you will advance 
your Pawn in three moves afterwards to Queen.' Let 
us now resume the foregoing position and suppose 
that the Black have the move. 



BLACK. WHITE. 

1. K. to Q. B. second square 1. K. to Q. fourth square 

2. K. to Q. B. third square 2. K. to Q. B. fourth square 

3. He might play his King to Q. Kt. second square or to Q. second 
^ square, and the game would still be drawn ; but it is easier in 

all similar situations to play the King on the file of the Pawn, 
because that move never loses the game, whereas the othen 
sometimes db, if the Pawn be already at its sixth square^ as I 
have already shewn you in the fourth situation ; therefore 
K. to Q. B. second square 3. K. to adv. Q. Kt. fouith square 

4. K. to Q. Kt. second square ; if he had played the King to Q. square, 

you would have won, by playing your King at once to adv. Q. B. 
third square ; if he had played the King to Q. second square, yon 
would also have won by playing King to adv. Q. Kt. third square, 
and then to adv. Q. B. third square as before. 

4. It is evident that you cannot 
play your King to the Pa^'s sixth square, you therefore will 
not be able to win ; suppose however that you move 

Pawn one square, and diecks 
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5. If he were to play to Q. Kt. square^ he would lose hy your playbg K. 

to adv. Q. Kt. thbd square^ and then thei'awn one square or K. 
to adv. Q. B. second square. If he moved to Q. B. Square, the 
game would still be drawn ; but in similar positions it is always 
better to play immediately before the Pawn, therefore 
K. to Q. B. second square 5. K. to adv. Q. B. fourth square 

6. I have remarked on the third move, that in positions like the pr^ent, 

it is better to move the King on the file of the Pawn, because 
that move never loses, but that moving on the adjoining files 
sometimes does; here is an example ; for if the Black were to 
play his King to any other than to his Q. B. square, you would 
win because you would be able to play your King opposite to his, 
and then advance the Pawn which would not give check and 
consequently would win ; therefore 
K. to Q. B. square 6. K. to adv. Q. Kt. third square 

7. K. to Q. Kt. square 7. Pawn checks 

8. K. to Q. B. sqtiare 8. Must either abandon the Pawn, 

or stalemate the Black. 



SIXTH SITUATION. 

WHITE. BLACK. 

King at adv. Q. B. third square King at Q. B. square 

Pawn at adv. Q. B. fourth square 

I have already observed to you in the preceding si- 
tuation, move the second, that' in this position you will 
win whether you have the move or not. Suppose that 
you begin 

1. K. to adv. Q. third square 1. K. to Q. square, or to Q. Kt. sq. 

2. Pawn one square 2. K. to Q. B. square 
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3. Pawn one iqiiare 3. K. to Q. Kt. Moond iqaare 

4. K. to adr. Q. second square 4. K« any where 

5. Pawn becomes a Queen» &e. 

If the Black begin, he must plaj either to Q. Kt. 
square, or to Q. square; if the former, you should play 
K. to adv. Q. second square ; if the latter, then your 
K. to adv. Q, Kt. second square, and afterwards ad- 
vance the Pawn to Queen. 



SEVENTH SITUATION. 



WHITE. BLACK. 

King at adv. Q. Kt. third square King at Q. Kt. square 
Pawn at adv. Q. Kt. fourth square 

The result in this situation will be the same as in the 
last, if you play properly ; but the Knight's Pawn re- 
quires a different mode of play from the other Pawns, 
for you could not win in the same manner as with the 
Bishop's Pawn ; for example : 



1* K. to adv. Q. B. third square 1. K. to Q» R. second square 

2. P. one squareand checks, or (A.) 2. K. to Q. R. square, and not to 

Q. Kt. square 

3. If you move King to adv. Q. B. second square, the Black will be 

stalemated ; if you move the King elsewhere, he will play to Q. 
Kt. second square, and will draw the game as before shewn. 
If you check with the Pawn, he will play to Q. Kt. square, and 
equally draw the game. 



wr 



(A.) 

2. K. to ad7. Q. B. second square 2. K. to Q. R. square 

3. If it were the King's, Queen's, or Bishop's Pawns, you might ad- 

vance the Pawn, hut being a Knight's Pawn, you cannot do it 
without stalemating the Black. Your best move is to play King 
to adv. Q. Kt. third square, and the position will he the same as 
it was at the beginning : it is therefore evident that playing your 
King the first move to Q. B. third square will not enable you 
to win the game. The following are the moves you ought to make. 

1. K. to adv. Q. R. third square 1. K. to Q. R. square. Had he 

played any other move, you should play Kang to. adv. Q^ R. 
second square, &c. 

2. Pawn one square 2. K. to Q. Kt. square 

3. Pawn one square 3. K. to Q. B. second square 
4« K. to adv. Q. R. second square, and then Pawn one square, &c. 

Let OB now examine another position in which the 
Pawn is not so far advanced ; for example : 





EIGHTH SITUATION. 

WHITE. BLACK. 

K. at adv. Q. B. fourth square King at Q. B. square 

Pawn at Q. B. fourth square 

In this situation it is evident that if you had the 
move, you would win, because you would be able to 
play your King to the Pawn's sixth square in front of 
the Pawn: but if the Black play first, he will draw the 
game, being able to play his King in opposition to 
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yours hefore jour King can reach fhe Pawn's sixth 
square ; for example : 

BLACK. WHITE. 

1. King to Q. B. second square 1. King to ady. Q. Kt. fourth sq. 

2. K. to Q. Kt. second square 2. K. to ady. Q. R. fourth square 

3. K. to Q. R. second square, he 3. Pawn one square 

might also have played King 
to Q. B. third square 

4. K. to Q. Kt. second square 4. K. to adv. Q. Kt. fourth square 

5. K. to Q. B. second square 5. P. one square 

6. K. to Q. B. square', and not to 6. K. to adr. Q. Kt. tUrd square 

Q. Kt. square 

7. K. to Q. Kt. square 7, K. to adv. Q. R. third square 

8. K. to Q. B. second square ; if he had played K. to Q. R. square, he 

would have lost : (see B.) 

8. K. to adv. Q. Kt. fourth square 

9. K. to Q. B. square 9. K.,to adv. Q. Kt. third square 

10. K. toQ. Kt. square 10. K. to adv. Q. Kt. fourth square 

11. K. to Q. B. second square 11. K. to adv. Q. B. fourth square 

12. K. to Q. B. square 12. K. to adv. Q. third square 

13. K. to Q. square, &c. and the game is evidently drawn, as the Pawn 

cannot be advanced to its seventh square, without checking. 

(B.) 

8. K. to Q. R. square 8. It would be wrong to advance the 

Pawn, because the Black Would be stalemated, but yon will now 
be able to g^n the opposition which your adversary has hitherto 
had ; for example : 

K. to adv. Q. R. fourth square 

9. K. toQ. R. second square 9. K. to adv. Q. Kt. fourth square 

10. Cannot move to his Q. Kt. second square on account of your Pawn s 

he must therefore relinquish the opposition. 
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K. toQ.R. square 10. You must not play K« to adr. 

Q. Kt. third square, because he would play K. to Q. Kt. square 
and recover the opposition, therefore you play 

K. to adv. Q. R. third square 

11. K. to Q. Kt. square 11. K. to adv. Q. Kt. third square 

12. If he play K. to Q. B. square, you must advance the Pawn, but if he 

move 
K. to Q. R. square 12. K. to adv. Q. B. second square 

§ 

13. K. to Q. R. second square 13. K. to adv. Q. second square, and 

then advances the Pawn to Queen. 



NINTH SITUATION. 

WHITE. BLACK. 

iting at adv. Q. B. fourth square King at Q. B. square 

Q. B. Pawn at its square 

In situations similar to the above, the White invaria- 
bly wins, from the facility of gaining the move by ad- 
vancing the Pawn one or ^tf70 squares ; for example : if 
it were the Black's move, and he were to play King to 
Q. B. second square. White ought to move the Pawn 
two squares. If the White have the move, he may at 
once move his King to adv. Q. B. third square, which 
is the master square as already shewn, or he may play 
the Pawn one square, I recommend you in similar 
situations to prefer playing the King to the Pawn's 
sixth square, as you are less liable to make mistakes 
afterwards ; all you have to do then is to play your 
Pawn close to your King. Supposp, however, in the 
present example, that you were to play as follows : 
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L Pawn one M|iiare 1. K. toQ. seoond sqnsve 

2. Mun not advance the Pawn, becanse Black woold play iBng to Q.B. 
second square^ and gain tlie oj^potitaon, tlierei6re« 
K. toadT.O. Kt. tUrd sqnaiie 2. K. to Q. third square 
3* Most BOI play King to adv. Q. Kt. second square, because Black 
would play King to Q. B. fourth square, and gain the Pawn, 
therefore. 
Pawn one square 3. K. to Q. second s(piare 

4. Pawn one square 4. K. to Q.B. square 

5. K. to adv. Q. B. third square, and will win, having possesriooof the 

Pawn's sixth square. 



TENTH SITUATION. 

WHITE. BLACK. 

King at his square King at Q. B. second aquare 

Q. B. P at its square 

In this -situation the game will be drawn, whether 
you or the Black have the move. Suppose the Blaek 
begin: 

BLACK. WHITB. 

1. K. to Q. B. third square 1. K. to Q. second square 

2. K. to Q. third square. Had he played King to Q. fourth square, or 

to Q. B. fourth square, he would have lost : (see A.) 

2. K. to his third square 

3. K. to his fourth square. He might also play K. to Q. B* fovrth 

square, but if had played K. to Q. fourth squan, he would hiM 
lost: (seefi.) 

3. K. to Q. third square 

4. K. to Q. fourth square 4. K. to Q. B. third square 

5. K. to Q. B. fourth square, still couiinuing the oppontion, for had he 

moved to any other square, he must have lost. 

5. K. to Q. Kt. third square 
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6. K. to Q. Kt. fourth square 6. K. to Q. R. third square 

7. K. to adir, Q. B. fpurth square 7. K. to Q. Kt. second «qaare 

8. K. to adv. Q. Kt. third square ; had he moved to adr. Q. fourth square, 

he would have lost : (see C.) 

8. Pawndiecks 

9. K. to adv. Q. B. fourth square 9. K. to Q. Kt.*second .square 

10. K. to Q. B. fourth square, iu readiness to oppose your King, should 

you move him either to Q. third square, or ta Q. Kt. third square 

10. K. to Q. Kt. third square 

11. K. to Q. Kt. fourth square ll. Pawn checks 

12. K. to Q. B. fourth square 12. K. to Q. B. third square 

13. K. to Q. B. third square 13. K. to.Q. fourth square 

14. K. to Q. third square 14. Pawn checks 

15. K. to Q. B. third square, and carefully pursuing this system, the ^ 

game will be drawn, as the Pawn will check on reaching its se* 
venth square. 

(A.) 

2. K to Q. fourth square 2. K. to Q. third square 

3. K. to Q. B. fourth square 3. K. to Q. B. third square 

4. K. to Q. B. third square 4. K. to Q. B. fourth square 

5. K. to Q. third square 5. Must not play the Pawn one 

square, because he would play K. to Q. B. third square, thus 
gaining the opposition ; you ought to play 

K. to adv. Q. Kt. fourth square 

6. K. to Q. fourth square 6. Pawn two squares and checks ; 

you might also have played the Pawn one square only 

7. K. to Q« third square 7. It would be bad play to move 

the Pawn, therefore K. to adv. Q. Kt. third square 

8. K. to Q. second square 8. Pawn one square 

9. K. to Q. B. square 9. K. to adv. Q. B. third square, 

and of course wins, having possession of the Pawn's sixth square 

(B.) 
3. K. to Q. fourth square 3. K. to Q. third square, and the 

situation is the same as In variation (A.) second more 
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(C.) 

8. K. to adv. Q. fourth square 8. K. to Q. Kt. third square 

9. If he phiy K. to Q. B. fourth square^ you should more King to Q. B. 

third square, gaining the opposition, but if he play 
K. to Q. fourth square 9. K. to Q. Kt. fourth square 

10. K. to Q. B. third square 10. If you were to play the Pawn 

dther one or two squares, the game would be drawn, because 
he would play K. to Q. Kt. third square and be abk to oondnue 
the opposition on your King. You ought to ]day 

K. to Q. B. fourth square 

11. K. to Q. Kt. third square 11. K. to adv. Q. fourth square 

12. K. to Q. B. second square 12. K. to adv. Q. B. fourth square 

13. K. to Q. Kt. second square 13. K. to adv. Q. third square 

14. K. to Q. Kt. third square 14. Pawn two squares 

15. K. to Q. Kt. second square 15. Pawn one square 

16. If he play K. to Q. B. square, you should play K. to adv. Q. B. 

third square, and if to any other square you should play to adv. 
Q. second square, &c. 

The game will equally be drawn if you begin first ; 
for example : 

WHITE. BLACK. 

1. K. to Q. second square 1. K. to Q. B. third square 

2. If you play King to Q. B. third square, or to Q. third square, he will 

be able to gain the opposition by playing to Q. B. fourth square, 
or to Q. fourth square, but if you play 
K. to bis third square 2. Must not play King to Q. fourth 

square, because you would g^n the opposition by playing K. to 
Q. thhrd square ; he ought to play 

K. to Q. B. fourth square 

3. K. to Q. second square 3. K. to adv. Q. B. fourth square, 

or to adv. Q. fourth square and 
the game is evidently drawn, as you never can gain the opposi- 
tion in front of your Pawn. 
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ELEVENTH SITUATION. 

WHITE. BLACK. 

King at Q. fonrth square KiDg at Q. B. square 

Pawn at K. B. fourth square 

BLACK TO MOVE. 

If Black play properly he will draw the game ; his 
only good move is to play K. to Q. square ; it is evi- 
dent, that if he play the King to the Q. Kt. file, or to 
Q. B. second square, you will be able in two moves to 
obtain possession of the Pawn's sixth square ; if he 
]^>.ay King to Queen's second square, you will gain the 
opposition by playing your King to adv. Q. fourth 
square. His only proper move is 

1. K. to Q. square 1. K. to adv. Q. fourth square 

2. R. to Q. second square 2. K. to adv. K. fourth square 

3. K. to his second square 3. K. to adv. K. B. fourth square 

4. K. to K. B. second square and thus continuing the opposition j the 

game will be'drawn. 

You will doubtless have remarked how necessary it 
is to be able to gain the opposition, whether you have 
the Pawn or not, but it is not enough, if yen have the 
Pawn, to gain the opposition, unless you can do it in 
front of the Pawn, or when your Pawn has reached its 
sixth square ; for example : 



TWELFTH SITUATION. 

WHITE. BLACK. 

King at adv. Q. fourth square Kbg at Q. second square 

K. B. P. at its fourth square 

K 
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BLACK TO MOVB. 

You have here evidently gained the opposition 
which you are able to continue in front of the Pawn, 
for if he move King to his second, you move K. to 
adv. K. fourth square ; if he then play King to K. B. 
second square, you play yours to adv. K. B. fourth 
square and will win, as has been already shewn; but in 
the following position, though similar in every respect 
to the last, except that ike Pawn is one square further 
advanced, you cannot win though you have the opposi- 
tion, because you cannot continue it in front of the 
Pawn; for example: 



THIRTEENTH SITUATION. 

WHITE. BLACK. 

King at adv. Q. fourth square King at Q. second square 

Pawn at adv. K. B. fourth square 

BLiCK TO MOVE. 

1. K. to his second square 1. K. to adv. K. fourth square 

2. K. to K. B. second square 2. You are prevented bf your owb 

Pawn from continuing the opposition, and therefore you cannot 

win the game. 



FOURTEENTH SIIUATION. 

WHITE. BLACK. 

Kingat adv. Q. third square iUng at Q. square 

Pawn at adr. K. B. third square 
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BLACK TO MOVB. 



Ib this situation you wiU win, because, though your 
own Pawn wiU prevent you from continuing the oppo- 
flition when the Black plays his King to K. B. square, 
yet as the Pawn will not cheek on being played to its 
seventh square, it may be advanced to Queen, as has 
beM afareadj explained* 
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CHAPTER LV. 



A King and two Pawns against a King. 

If the Pawns be united, and one support the other, 
they will invariably win, however distant their King 
may be, because the adverse King cannot possibly take 
one of them without permitting the other to advance 
to Queen. But if the Pawns be separated, the win- 
ning or drawing the game will depend on the position. 
If the Pawns be both on a Rook's file, they are no 
better than one Pawn; I therefore refer you to the 
Qrst three situations of the preceding Chapter for infor- 
mation how to play the King. If the Pawns be both on 
any other file, they will sometimes be able to win, and 
sometimes not ; for example : 



FIRST SITUATION. 

WHITE. BLACK. 

King at adv. Q. third square King at Q. square 

Pawn at adr. Q. B. third square 
Pawn at adv. Q. B. fourth square 



^ 
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WHITE TO MOVE. 



Ill this situation the Pawns cannot win, for it' yon 
move the King he will attack your Pawn, and always 
be able to gain the opposition, as shewn in the prece- 
ding Chapter, and if you play 

1. Pawn oue square and checks 1. K. to Q. B. square 
 2. You caunot avoid stalematiDg the Bhick or losing the Pawn, and I 
have already shewn you that the other Pawn cannot win in siuii- 
lai' situatioiis. But if the situation had heen as follows, you 
would have won. 



SECOND SITUATION. 

WHITE. BLACK. 

King at adv. Q. third square King at Q. square 

Pawn at adv. Q. B. third square 
Pawn at Q. B. fourth square 

It is immaterial' who has the move, for if Black be- 
gin and play King to Q. B. square, you should play 
Pawn to adv. Q. B. second square, and then King to 
adv. Q. second square, &c. If you have the first move 
you may play either of the Pawns, afterwards the other 
and then the King to adv. Q. second square. The 
reason that you win in this situation is, because you 
can gain the move with the Pawn which is at your Q. 
B. fourth square. In the former situation you could 
not, because the advance of that Pawn to adv. Q. B. 
third square prevented his King from moving. Observe 
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that in all situations where one of your Pawns has not 
passed its fourth square, you will iuTariably win if your 
adversary cannot gain the first Pawn. 

When the Pawns are separated on different files, 
they almost always win, particularly if their King be 
sufficiently near to defend one of them. I refer yon 
to the thirty-third Chapter, situations Ihird and fourth 
where you will find that the King cannot take the 
Pawns ; all he can do is to prevent their advance to 
Queen ; consequently, if the King that has the Pawn 
is at liberty to their assistance, he will easily win. 
There is, however, one situation in which a King can 
draw against a King and two separated Pawns; for 
example : 



THIRD SITUATION. 

WHITE. BLACK. 

. King at Q. B. square IQng at adr. Q. R. square 

Pawn at ady. Q. R. second square 
Pawn at Q. B. second square 

It is immaterial who has the move ; all you have to 
do is to play your King alternately to your Q. B. second 
square and Q. B. square, and not to take his Q. B. P. 
until it has reached your Q. B. second square, and the 
game will be drawn by a stalemate. 



-^N> 
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CHAPTER LVI. 

A King and Pawn against a King and Pawn, 

When both the Pawns are on the same file, it sel- 
dom happens that either party ean win^ unless the ad- 
verse King be too far off to prevent the capture of his 
own Pawn, and the subsequent advance of his adver- 
sary's. It however often happens that one player can 
gain the move on the other and win his Pawn, and 
yet be unable to win the game; for example : 



FIRST SrrUATKW. 

iQng at hifl foQitb square King at Q. third square 

Pawn at Q. B. fourth square Pawn at Q. B. fourth square 

V 

I 

WHITIS TO MOYB. 

1. K. to ady. K. B. fourth square 1. If he play K. to his seoood sq. 

you should play K. to adv. K. fourth square, then to adv. Q. 
fourth square, and afterwards take the Pawn, but if he play 

K. to Q. second square 

2. K. to adv. K. fourth square 2. K. to Q. B. third square 

3. K. to adv. K. tMrd square 3. K. to Q. B. second square 

4. K. to adv. Q. fourth square 4. K. to Q. Kt. tlilrd square 

5. K. to adv. Q. third square 5. Is compelled to abandon the 

Pawn ; It is however by no means Indiflbrent to which square he 
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moTes the King, if he were to play to the Q. R. file, he would 
lose the game ; the only move that will enable him to draw the 
game, is playing King to Q.Kt. second square m order to gain the 
oppotiikm on ffour King after you have taken the Pawn, therefore 

K. to Q. Kt. second square 
6. K. takes P. 6. K. to Q. B. second square and 

the game is drawn, as has been, already proved. 



SECOND SITUATION. 

WHITE. BLACK. 

King at ady. K. fourth square King at Q. second square 

Pawn at adv. Q. B. fourth square Pawn at Q. B. third square 



WHITE TO MOVE. 



In this position you wilLwin the game, by pursuing 
the same flyatom as before ; for though he may in the 
same manner gain the opposition on your King, after 
you have taken the Pawn, yet it will be of no avails 
because your King has possession of the Pawn's sixth 
square, which we have already seen enables you to win 
the game, whether you have the move or not ; for ex- 
ample : 

WHITE. BLACK. 

1. K. to ^v. K. B. third square 1. K. to Q. square 

2. K. to adv. K. third square 2. If he play K. to his square, you 

will evidently win the Pawn in two moves by playing K. to adv. 
Q. third square and then taking the Pawn, therefore 

K. to Q. B. second square 

3. K. to adv. K. second square 3. K. to Q. B. square 
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4. K. to adv. Q. third square 4. K. to Q. Kt. second sqaare 

5. K. to adr. Q. second sqnare 5. Is compelled to abandon the 

Pawn, and you consequently win, because your King will gain 
possession of the Pawn's sixth square. 

If the Black were to begin first he would easily 
draw the game in the following manner : 

BLACK. WHITE. 

1. K. to his second square 1. K. to ady. K. B. fourth square 

2. K. to K. B. second square 2. K. to his fourth square 

3. He might play IL tp his square, ready to resume the opposition, in 

case you played K. to adv. K. fourth square, or to adv. K. B. 
fourth square, but he may also play 
K. to his third square 3. K. to Q. fourth square 

4. He might gain your Pawn in the manner already mentioned, by play- 

ing to his K. B. fourth square, yet he would not be able to win, 
because you could gain the opposition after he had taken your 
Pawn, but it will equally be a drawn game if he play 
K. to Q. second square 4. If you play K. to adv K. fourth 

• square, he will resume the opposition, by playing to his K. se- 
cond square, if you play 

K. to Q. B. fourth square 

5. K. to Q. B. second square 5. K. to Q. Kt. fourth square 

6. K. to Q. Kt. second square 6. K. to adv. Q. R. fourth square 

As the situation is now, you could not win the game 
even if it were your move, because you have not room 
to gain the move in the same way as when your 
King was on the other side of the Pawn. As it is his 
move, he will play K. to Q. R. second square, and it is 
evidently impossible for you to gain the Pawn and con- 
sequently the game is drawn. 

k2 
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In the first ritoation, Black can draw the game in 
the same manner. 



THIRD SITUATION. 

WHITE. BLACK. 

King at his fourtli M|«are IQng at Q. R foarth square 

Pawn at Q. B. fourth square Pawn at Q. B. fourth square 

In this situation the game will be drawn, whether 
you have the move or not ; it requires, however, a lit- 
tle care, for if you were to attack his Pawn» you would 
lose the game ; for example : 

1. K. to adF. Q. foarth square 1. K. to adv. Q. Kt. fourth square 

2. You are now compelled to abandon your own Pawn, and your King 

wfll not be able to gain the opposition after the Blade has taken 
your Pawn ; for example : 
K. to his fourth square 2. K, takes P. 

3. K. to his third square 3. K. to adr. Q. B. tldrd square, 

and baring possession of the Pawn's sixth square must win. 

What move ought you to play instead of K. to adv. 
Q. fourth square ? If you were to play your King to 
Q. third square, it certainly could not be found much 
fault with, because whatever your adversary may play, 
you cannot possibly lose; still it is not the best move, 
because you have not then a chance of winning, except 
from very bad play on the part of your adversary, 
whereas if you play your King to adversary K. fourth 
square, you cannot possibly lose if the Black play ever 
so well, and you have a chance of winning the game 
if he be inattentive ; for example : 
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WBITB, BLACK. 

1. K. to ad7. K. fourth square 1. The proper move for the Black 

is to play King to Q. R. third square or to Q. Kt. third square^ if 
he play elsewhere he will lose ; for example : 

K. to ady. Q. Kt. 4th sq. (or A.) 

2. K. to adr. Q. fourth square 2. K. to Q. R« fourth square 

3. K. takes Pawn and wins. 

(A.) 

1. K. to adT. Q. R. fourth square' 

2. Must not play King to adv. Q. fourth square, because Black would 

play K. to adv. Q. Kt. fourth square, winning the Pawn and the 
game; therefore 
K. to adv. Q. third square 2. K. to adv. Q. Kt. fourth square 

3. K. to adv. Q. fourth square 3. Must lose the Pawn and the 

game, as before 



FOURTH SmJATION. 

WHITB. BLaCK. 

King at adv. K. fourth square King at adv. Q. R. fourth square 
Pawn ait Q. B. fourth square PaWn at Q. B. fourth square 

This position though very similar to the last, (the 
Kings being now before their Pawns instead of on the 
same line) will be won by the first player. We have 
already seen in VariatioQ A, in what manner the White 
can win, the method is exactly the same for the Black, 
if he have the move ; for example ; 

BLACK. WHITE. 

1. K. to adv. Q. Kt. third square, 1. K. to adv. Q. fourth square 

& not to adv. Q. Kt. 4th. sq. 

2. K. to adv. Q. Kt. fourth square will win the Pawn and the game. 
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When the Pawns are on adjoining files and the King 
near them, the game is drawn even though one party 
should lose his Pawn ; for example : 



FIFTH SITUATION. 

WHITE. BLACK. 

King at Q. Kt. fourth square King at Q. B. third square 
Pawn at Q. B. third square Pawn bt Q. Kt. third square 

It is perfectly indifferent which has the move ; hut 
suppose the White play 

1. P. one square 1. K. to Q. Kt. second sq. (or A.) 

2. K. to adv. Q. Kt. fourth square 2. K. to Q. B. second square 

3. K. to adv. Q, R. third square 3. K. to Q. B. third sq. he would 

have lost if he had played to any other square ; if he had pushed 
the Pawn, you would win by taking with your Pawn, not with 
your King. 

4. K. to adv. Q. R. second square 4. K. to Q. B. fourth square 

5. K. to adv. Q. Kt. second square and the game is evidently drawn, as 

he cannot play better than take your Pawn, la which case you 
take his. 

(A.) 

1. Pawn one square 

2. If you take the Pawn he will play K, to Q. Kt. third square and draw 

the game,, as already shewn, therefore 
P. to adv. Q. B. fourth square 2. K. to Q. B. second square 

3. K. takes Pawn 3. K. to Q. Kt. second square, &c. 

and the game is drawn 
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The two Penons on distant files. 

. When the Pawns are not on adjoining files and the 
King unable to stop the adversary's Pawn, the winning 
or drawing the game, wiU depend sometimes on the 
number of moves each Pawn must make before it can 
become a Queen, and sometimes on the position of the 
Kings. If your Pawn becomes a Queen before your 
adversary's has reached its seventh square, you will 
win, unless your adversary's Pawn be a Bishop's or 
Rook's Pawn and his King near it, as already explain- 
ed in Chap. LII. In some cases you will also win, 
even if your adversary's Pawn reach its seventh 
square before your's becomes a Queen ; for example : 



SIXTH SITUATION. 

WHITE. BLACK. 

King at adr. Q. third sqaare 'King at adv. Q. Kt. second square 
P. at adr. Q. Kt. fourth sq. P. at adv. K. Kt. fourth square 

WHITE TO MOVE. 

1. p. to adv. Q.Kt. third square 1. P. to adv. K. Kt. third square 

2. Pawn one square 2. Pawn one square 

3. Pawn becomes a Queen & checks 3. King removes 

4. Queen to adv. K. Kt. square, and wins the Pawn, &c. 

You will observe that the Black loses solely, because 
the moment your Pawn becomes a Queen it gives 
check. 



If his King had been at your Queen's square instead 
of at yonr Q. Kt* second square, still you would have 
won, because if he advance his Pawn to Queen on the 
third move you will play your Queen to your Q. Kt. 
square, checking his King and afterwards take the 
Quemi. 



SEVENTH SITUATION. 

WHITB, BLACK. 

iOng at adv. Q. third square King at adv. Q. R. seoond square 
Pawn at adv. Q. Kt. fourth sq. Pawn at adv. K. Kt. fourth square 

In tibis situation if the Black have the move you will 
lose ; for example : 

, BLACK. WHITB. 

1. Pawn one square 1. Pawn one square 

2. Pawn one square 2. Pawn one square 

3. Pawn becomes a Queen 3. Pawn becomes a Queen 

4. Q. to adv. K. R. second square or to adv. K. Kt. third square, checks 

and afterwards wins the Queen. 

If on the third move you had played your King to 
adv. Q. B. second square, instead of advancing the 
Pawn to Queen, Black would have won, as already 
explained in Chap. LII. 

You must be particularly attentive in observing 
whether your Pawn, on becoming a Queen, will check 
your adversary's King, or whether by a subsequent 
check you can win his new made Queen ; many games 
have been lost from not attending to the position of 
the King ; for example : 
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EIGHTH SITUATION, 

WHITE. BLACK. 

King at adr. Q. B. foartb sq. King at adr. K. R. fburth square 
Rook at adv. Q. fourth square Rook at K. R. fourth square 
Pawn at adv. K. third square Pawn at ady. Q. third square 

He '^bo has the first move will win ; for example : 
Suppose the White begin. 

WHITE. BLACK. 

1. Rook takes R. aud checks 1. K. takes R. 

2. Pawn one square 2. Pawn one square 

3. Pawn becomes a Q. & checks 3. K. removes 

4. Q. to K. second square and wins the Pawn, &c. 

Suppose the Black begin. 

« 

BLACK. WHITE. 

1. R. takes R. and checks 1. K. takes R. 

2. Pawn one square 2. P. one square 

3. P. becomes a Q. checks and afterwards wins the Pawn, &c. 

The game is won solely, by forcing the adv. King 
to a square on which he will be checked the moment 
his adversary's Pawn advances to Queen, for had either 
player moved the Pawn instead of exchanging Rooks, 
the game would have been drawn ; for example : 

Suppose the White begin. 

1. Pawn one square 1. Must not play R. to K. R. sq. 

because White would take the Pawn or play R. to adv. Q. square 
and win the game, neither must he play Pawn one square, be- 
cause White by taking the Rook would win, as before, therefore 

R. takes R. and checks 
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2. Is compelled to take the Rook or 2. Pftwn one square 

lose the game. 

3. Pawn becomes a Qaeea 3. P. becomes a Queen & checks 

The game is evidently drawn. . 
Suppose the Black begin. 

1. Pawn one square 1. R. takes R. and checks 

2. K. takes R. 2. Pawn one square 

3. P. becomes a Queen 3. Pawn becomes a Queen^ checks, 

and the game is also drawn 



NINTH SITUATION. 

WHITE. BLACK. 

King at adv. Q. second square King at K. R. third square 
Pawn at adv. K. third square Pawn at adv. K, Kt. third square 

WHITE TO MOVE. 

In this situation the Black will lose, owing to the 
peculiar position of his King ; for example : 

1. P. to adv. K. second square 1. P. to adv. K. Kt. second square 

2. P. becomes a Queen 2. P. becomes a Queen 

3. Q. to adv. K. R. square & checks 3. Is compelled to move to the Kt. 

file. 

4. Q. to adv. K. Kt. square, checkSj^and wins the Queen. 



TENTH SITUATION. 

WHITE. BLACK. 

King at Q. R. square King at adv. K. B. third square 

Pawn at adv, Q. second square Pawn at adv. K. R. third square 
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If Black had the move the game wonld be drawn, 
as he would advance his Pawn in two moves to Queen, 
checking at the same time : hut if White begin. Black 
will lose the game ; however, as it requires good play 
to win, I shall shew you the proper moves, premising 
that if the Black should be able to play his Pawn to its 
seventh square with the King near it, the game will 
be drawn as has been already demonstrated in Chap. 
LII. Suppose* then that you have the move and 
play 

WHITE. BLACK. 

1. Pawn becomes a Queen 1. K. to adv. K. Kt. 2d. sq. (or A.) 

2. Q. to adv. K. Kt. 4th Bq. & checks 2. If he play King to adv. K. R. se- 

cond square, you should play Q. to K. Kt. fourth square and he 
will be compelled to abandon the Pawn. If he play to your K. 
B. square, secoud square, or third squai^e, you should play as in 
Variation B. But if he play 

K. to adv. K. R. square 

3. Q. to adv. K. B. fourth square 3. If he move the Pawn, you will 

checlcmate him at K. B. square, therefore 

K. to adv. K. Kt. second square 

4. Q. to K. Kt. fourth sq. & checks 4. K. to adv. K. R. second square 

5. King moves 5. Is compelled to lose the Pawn, 

and consequently the game 

(A.) 

1. Pawn becomes a Queen 1. Pawn one square 

2. If you were to check at your Queen's square, or at adv. K. B. third 

square ; or if yon were to attack the Pawn, the game would be 
drawn. Yon ought to play 
Q. to adv. Q. fourth sq. & checks 2. K. to adv. K. B. second square 

3. Q. to K. R. square 3. K. to adv. K. Kt. third square 
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4. K. to O. Kt. iqnart 

5. K« to Q* B. square 

6. K. to Q. square 

7. K. to his square 

8. K. to K. B. square 

9. K. to K. B. secoud square 



4. K. to adr. K. B. third square 

5. K. to adT. K. Kt. third square 

6. K. to adr. K. R. third square 

7. K. to ady. K. Kt. third square 

8. K. to adv. K. R. third square 
9. Is forced to lose the Pawn, &e. 



(B.) 

2. K. to adr. K. B. square 

3. Q. to 1^. R. fourth square 3. K. to adr. K. Kt. second square 

4. Q. to K. Kt. fourth sq. & checks 4. K. to adv. K. R. second square 

5. King moves 5. Is forced to lose the Pawn. 
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CHAPTER LVII. 

I 

A King and two united Pawns against a King and 

Pawn. 

Gbnbrally speaking, the two Pawns will win, but 
there are several exceptions to this rule. A King's or 
Queen's Rook's Pawn unmoved with its King near it 
always draws the game against the opposite King's or 
Queen's Rook's and Knight's Pawns if they be already 
advanced to their fifth squares, but if the two Pawns 
be at their own squares, they invariably win. 



FIRST SITUATION. 

WHITE. BLACK. 

Vi^n% atad7. Q. B. foartb iqwure King at Q. Kt. iqaare 

Q. R. P. at adir. Q.R. fourth sq. Q. R. P. at its square 

Q. Kt. P. at adv. a KX. foortb sq. - 

This game is drawn : it is immaterial which begins. 
The Black should not move the Pawn unless compelled 
to it, and should play his King alternately to Q. R. 
square, Q. Kt. square, or Q. Kt. second square ; for 
example: suppose the White play as follows : 
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1. K. toad7. Q. B. third square 1. K. to Q. R. square 

2. Q.- R. P. one square, or (A.) (B.) 2. K. to Q. Kt. square 

3. Q. Kt. P. one square 3. May take it and you cannot win, 

as has been already proved ; or he may play 

K. to Q. R. square, and not to 
Q. B. square, because you would take the Pawn and win. 

4. Q. Kt. P. one square & checks 4. K. to Q. Kt. square 

5. You are compelled to remove the King from the attaciv on the adv. 

Q. B. second square, or stalemate your adversary, -and the game 
is consequently drawn, as you cannot prevent his moving alter- 
nately to Q. B. second square, and Q. Kt. square, without stale- 
mating him. 

(A.) 

2. K. to adv. Q. B. second square 2. Pawn one square 

3. If you advance the Pawn, he will be stalemated ; if you take his 
Pawn, we have alrv^ady seen that two Pawns on a Rook's iile are no bet- 
ter than one ; and if he play any other move, he may take your Pawn, and 
the game will be drawn. 

(B.) 

2. Q. Kt. P. one square 2. If he were to take the Pawn, 

you shoul(^ take with yours, and he would lose the game, there- 
fore, 

K. to Q. Kt. square, or (C.) 

3. If you take his Pawn, the game will of coarse be drawn. If you 

play your King, he will take your Pawn, and then play K. to Q. 
Kt. second square, &c. therefore 
Q. Kt. P. one square ** 3* Q. R. P. one square 

4. You are compelled to abandon the Pawn or stalemate the Black. 

(C.) 

2. Q. R. P. one square 

3. K. to adv. Q. second square 3. K. to Q. Kt. second square 

4. K. to adv. Q. third square 4. K. to Q. B. square 
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5. K. to adv. Q. B. third square 5. K. to Q. Kt. square 

6. Pawn one square 6. K. to Q. R. second square 

7. You are compelled to abandon your Pawn or stalemate the Black. 

None of the other Pawns similarly situated draw the 
game against two opposite Pawns, except the Knight's 
Pawn, which unmoved dra,ws the game against the 
Rook's and Knight's Pawns at their fifth squares ; for 
example : 



SECOND SITUATION. 

WHITE. BLACK. 

King at adr. Q. fourth square King at Q. B. second square 

Q. R. P. at adF. Q. R. fourth sq. Pawn at Q. Kt. second square 
Q. Kt. P. at adv. Q. Kt. fourth »q. 

Suppose the White begin. 

If you play Q. R. P. one square, Black will take it, 
and easily draw the game, therefore 

1. .Q.Kt.P.onesq. &checks,or(A.) 1. K. to Q. second square 

2. K. to adv. Q. B. fourth square 2. K. to Q. B. square 

3. Q.R. P. one square, or (B.) 3. He might move King to Q. Kt. 

square, and if you checked him with the Pawn, he would play to 
Q. R. square and be stalemated. But he may also play 

Pawn takes P. 

4. K. to adv. Q. B. third square 4. K. to Q. Kt. square 

5. Pawn one square 5. Pawn one square 

6. You are compelled to prevent his Pawn advancing to Queen, and 

consequently you lose your own Pawn, and the game is drawn. 
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(A.) 

« 

1. k. to ady. K. third iqaare 1. K. to Q. B. square 

3. K. to adT. K. second square 2. K. to Q« B. second square 

3. 0. Kt. P. checks 3. If he move King to Q. B. tlrird 

square, you will win by playing K. to adv. Q. square, and then to 
ady. Q. B. square, &c. therefore 

K. to Q. B. square 

4. K. to ady. K. square 4. K. to Q. Kt. square 

5. K. to ady. Q. square 5. K. to Q. R. square - 

6. Q. R. P. one square 6. If he were to take the Pawn he 

would lose the game, see (C.) therefore 

K. to Q. Kt. square 

7. If you moye the King he will take the Pawn and easily draw. If 

you take his Pawn, he will gain both of yours. If yon check with 
Q. R. P. he will play his King to Q. R. square, and be stalemated. 
The game is therefore drawn. 

(B.) 

3. K. to ady. Q. third square 3. If he moye K. to Q. square, he 

will lose the game : (see D.) therefore 

K. to Q. Kt square 

4. If yon play Q. R. P. he will take it and easily draw, and if you play 

the King, he will play alternately to Q. R. and Q. Kt. square, and 
the game will be drawn. 

(C.) 

6. Pawn takes P. 
7. K. to ady. Q. B. seeond Square advances the Pawn in two moves to 
Queen, and checkmates on the third move. 

(DO 

3. K.toQ.8qaare 
4. Q. R. P. one square 4. If he take the Pawn yo« will 

advance the Q. Kt. P. in two moves to Queen, therefore 

K. to Q. B, square 
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5. Q. R. P. one square, becomes a Queen the next move and check- 
mates. 

Yott will observe by the above that the game is 
drawn if properly played ; the Black must be cautious 
never to play his Pawn to its third square. 

I shall now shew you how to win with the Knight's 
and Bishop's Pawns against the Knight's Pawn. I 
shall afterwards give you an example of a Knight and 
Bishop's Pawn against a Bishop's Pawn* The two 
Pawns win in almost every case. 



THIRD SITUATION. 



WHITE. 

King at ad?. Q. fourth square 
Q. Kt. P. at adr. Q. Kt. fourth sq, 
Q. B. P. at adr. Q. B. fourth sq. 



BLACK. 



King at Q. second square 
Q. Kt. Pawn at its square 



In this situation you wQl win the game, whether you 
begin or not ; for example : 

Suppose the White have the move. 



1. K. to ad7. K. fourth square 

2. K.to adr. K.B. fourth square 

3. K. to adv. K. B. third square 

4. K. to adr. K. third square 

5. K. to adr. Q. third square 

6. Q.B. P. one square 

7. P. takes P. and wins 



1. K. to his second sq. or (A.) (B.) 

2. K. to Q. second square, or (C.) 

3. K. to Q. square 

4. K. to his squaie, or (D.) 

5. K. to Q; square 

6. P. takes P. or (E.) (F.) 
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(A.) 

1. K. to Q. B. seooDd square 

2. K. toady. K. tUrd square 9. If he advance the Pawn, you 

should play as in Var. (B.) but if 

K.toQ. square 

3. K. to ad?. Q, third square 3. K. to Q. B. square 

4. Q. B. P. one square 4. If he take the Pawn, you should 

take with the King, and not with the Pawn ; if he play K. to 
Q. square, you should take his Pawn ; therefore he plays 

K.- to Q. Kt. square 

5. You must not take his Pawn, nor advance either of yours, because 

the game would then be drawn. Yon ought to play 
K. to adv. Q. second square 5. If he take your Pawn, yon 
should retake with yours, and afterwards advance it to Queen. 
If he play K. to Q. R. square, you should play the Pawn in two 
moves to Queen. But if he play 

K. to Q. R. second square 

6. P. to adv. Q. B. second square 6. Q. Kt. P. one square 

7. Must not make a Queen of the Pawn, because Black would be stale- 

mated ; yon might make a Rook, Bishop, or Knight, and yon 
would easily win, but it is shorter to play 
K. to adv. Q. B. third square 7. K. to Q. R. square 

8. Pawn becomes a Queen, checks, and checkmates the next move. 

(B.) 

1. Q. Kt. P. one square 

2. If you were to take the Pawn, you would not win, therefore 
Q. B. P. one square & checks 2. K. to his second square 

3. Q. B. P. one square 3. K. to Q. second square 

4. P. becomes a Qneen and checks 4. K. takes Q. 

5. K. to adv. Q. third square 5. K.to Q. Kt. second square 

6. K. to adv. Q. second square 6. K. to Q. Kt. square 

7. K. to adv. Q.B. thbrd square 7. K. to Q. R. second square 

8. K. to adv. Q. B. second square 8. Must lose the Pawn and conse 

qnently the game. 



1 
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(c.) 

2. K. to K.B. second square 
I,* 3. Q. B. P. one square 3. Pawn takes P. 

4. May take the Pawn, &c. or P. to adv. Q. Kt. third square, and be- 
comes a Queen in two moves. 

(D.) 

it 4. K. to Q. B. second square 

b. K. to adv. K. second square 5. If he play the Pawn, you must 

advance yours as before, but if 
^ K. to Q. B. square 

6. Q. Kt. P. one square 6. K. to Q. Kt. square 

7. K. to adv. Q. second square 7. K. to Q. R. square 

8. Q. B. P. one square 8. If he play the King you oughe 
to adv. Q. B. P. in two moves to Queen and checkmate ; but if 

P. takes P, 

9. You might take the Pawn, but it is shorter to play 
K. to adv. Q. B. second square 9. P. one square 

ID. Pawn cheeks, afterwards becomes a Queen, and checkmates the fol- 
lowing move. 

(E.) 

6. K. to Q. B. square 

7. If you were to take his Pawn, he would evidently be able to draw 
the game. If you were to play the King, you could nut win, be- 
cause he would take your Pawn and then play King to Q. B, 
second square, &c. You ought to play 

Q. B. P. one square 7. Q. Kt. P. one square 

8. K. to adv. K. third square 8. K. takes P. as his best move 

9. K. to adv. K. second square 9. K. to Q. B. square 
U). K. to adv. Q. third square and wins the Pawn and the game, as in 

Var. B. 

(F.) 

6. Q. Kt. P. one square 
7. Q. B. P. checks 7. K. to Q,. B. square; the position 

is now the same as in Var. E. 

L 
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From what I have already shewn you, it will be easy 
to win if Black begin first. 



FOURTH SITUATION. 

whiVb. black. 

King at adv. Q. fourth square King at Q. second square 
Q. Kt. P. at adv. Q. Kt. 4 sq. Q. B. Pawn at its square 
Q. B. P. at adv. Q. B. fourth sq. 

In this -position you will win the game, if you have 
the move, but if Black begin, it will be drawn. 
Suppose the White begin. 

1. Q. B. P. one square and checks I. K. to his second square, (or A.) 

2. K. to adv. Q. B. fourth square 2. K. to Q. square 

3. Q. Kt. P. one square 3. If he take the Pawn you will 

take his, and easily win, therefore 

K. to Q. B. square 

4. Q. Kt. P. one square & checks 4. K. to Q. Kt. square 

5. K. to adv. Q. fourth square 5. K. to Q. R. second square 

6. K. to adv. K. third square 6. K. to Q. Kt. square 

7. K. to adv. Q. second square 7. K. to Q. R. second square 

8. K. takes P. and wins easily. 

• - (A.) 

1. King to Q. square, if instead of 
this move, he play K. to his square, you may play K. to adv. Q. 
B. fourth square, and then advance Q. Kt. P. as before. 
2. K. to adv. K. third square 2. If he play King to Q. B. square, 

you wUl win the Pawn by playing King to adv. K. second square, 
and then to adv. Q. second square ; therefor* 

K. to his square 
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3. Q. Ki. Pawn one square 3. If he play the King to Q. square, 

you should advance your Q. Kt. P. in two moves to Queen ; but 
if Pawn takes Pawn 

4. Q. B. P. one square and becomes a Queen the next move. 

But if the Black begin, he will draw the game by 
checking with the Pawn; any other move would lose 
him the game, but now it will be drawn, for if you 
take the Pawn, he will play K. to Q. B. second square 
and you Cannot win, as has been shewn page 197 ; if 
you play your King, he will take your Pawn and the 
game will be equally drawn. But if your King, instead 
of being at adv. Q. fourth square, were at adv. King's 
fourth square, you would win> whether you began or 
not, for if it were your move, by playing your King to 
adv. K. B. third square, or your Q. B. P. one square, 
you would be able to gain the opposition, and either 
win his Pawn for nothing or exchange Pawns in a 
favourable position for winning. If Black have the 
move, you will also win, for if he play the Pawn, you 
must not take, but play Q. Kt. P. one. square, if he 
then move King to his second square, you advance the 
Pawn to Queen, and if he play elsewhere, you may 
play K. to adv. Q. third square and you will win the 
Pawn in two moves at most. 

But suppose he play as follows : your King being at 
adv. King fourth square and the Pawns as before. 

BLACK. WHITE. 

1. K. to his second square I. K. to adv. Q. fourth square 

2. If he play K. to Q. second square, the position will be the same as 
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the abovtf jfov having the move, therefore 
K. to Q. square ' 2. K. to adv. Q. B. third square 

3. K. to Q. B. square 3. Q. Kt. Pawn one square 

4. If he take the Pawn, yon may take with dther King or Pawn, bat if 

he play' 
K. to Q. Kt. square 4. You might take the Pawn with 

yours, but it is shorter to play 

Q. Kt. P. one square 

5. K. to Q. R. second square 5. K. takes P. 

6. K. to Q. R. third square 6. Pawn becomes a Q. and check- 

mates in two moves 

I have already obserye4 to you, page 211, that when 
the Knight's and Rook's Pawns are unmoved, they. win 
against the adverse Rook's Pawn at its square ; I shall 
now shew you the proper moves to be made, premising 
that the best method of playing, for him who has the 
single Pawn, is to keep the Pawn at its square, because 
if he move it, you can always gain the <q>position and 
win the Pawn. 



FIFTH SrrUATION. 

WHITE. BLACK. 

King at Q. B. second square King at Q. B. fourth square 

Q. R. Pawn 7 . . Q. R. Pawn at its square 

> at their squares 
Q. Kt. Pawn J 

It is immaterial who has the move, suppose the 
White. 
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WH1T£. 

1. K. to Q. Kt. tEird square 

2. Q. R. P. two squares & checlis 

3. K. to Q« R. third square 

4. K. to Q. Kt. fourth square 

5. Q. R. Pawn one square 

6. K. to adv. Q. Kt. fourth square 

7. K. to adv. Q. R. third square 



BLACK. 

1. K. to Q. Kt. fourth square 

2. K. to Q. R. fourth square 

3. K. to Q. Kt. third square 

4. K. to Q. R. third square 

5. K. to Q. Kt. second square 

6. K. to Q. Kt. square (or A.) 

7. K. to Q. R. square 



8. Q. Kt. P. two squares : if bis King were at Q. Kt. square, you should 
move this Pawn only one square 

8. K. to Q. Kt. square 
9. Q. Kt. P. one square 9. K. to Q. R. square 

10. Q. Kt. Pawn que square 10. If be play the King^ you should. 

play your Q. Kt. P. to adv. Q. Kt. second square and then take 
Q. R. P. &c. but if 

Q. R. P. takes P. 

11. Q. R. P. takes P. 11. K. to Q. Kt. square 

12. Pawn one square, &c. 

I must here observe to you, that you win solely be- 
cause you have the power of gaiuing the move by 
playing your Q. Kt. Pawn one or two squares. You 
may also i?^in if your Knight's Pawn is advanced, and 
your Rook's Pawn unmoved, but in a different method, 
as I shall presently shew you. But if both your Pawns 
were advanced, you could not win. 



(A.) 



7. K. to adv. Q. B. fourth square 

8. Q. Kt. P. two squares 

9. K. to adv. Q. third square 
10. K. to adv. Q. B. third square 



6. Q. R. P. one square & checks 

7. K. to Q. B. second square 

8. K. to Q. Kt. second square 

9. K. to Q. Kt. square 

10. K. to Q. R. second square 
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11. K. to adv. Q. B. second square 11. K. to Q. R. square 

12. K. to adv. Q. Kt. third square, wins the Pawn, and of course the 

game. 



SIXTH SITUATION. 

WHITE. BLACK. 

King at Q. B. tlilrd square King at Q. B. third square 

Q. R. P. at its square Q. R. P. at its square 

Q. Kt. P. at its third square 

i 

In this situation you will also win, though your Q. 
Kt. Pawn has been moved, but it is only by being able 
to gain the move with your Q. R. P. at the proper 
momentr You ought to play in the following manner. 

1. K. to Q*. B. fourth square; if you had played Q. Kt. P. one square, 

you could not have won, (see A.) 

1. K. to Q. KC third square 

2. K to Q. Kt. fourth square 2. K. to Q. R. third square, (or B.) 

3. K. to adv. Q. B. fourth square 3. K. to Q. R. fourth sq. (or C.) 

4. Q. R. P. two squares 4. Q. R. P. one square or (D.) 

5. K. to adv.' Q. B. third square 5. K. to adv. Q. Kt. fourth square 

6. K. to adv. Q. Kt. third square , 6. K. talies Q. Kt. P. or (£.) 

7. Q. R. P. one square 7. K. to adv. Q. Kt. fourth square 

8. K. tal^es P. 8. K. to Q. B. fourth square 

9. K. to adv. Q. Kt. second square and then advances the Pawn to 

Queen. 

(A) 

1. Q. Kt. P. one square 1. K. to Q.Kt. fourtli square 

2. If you play Q. R. P. one square, he will (flay Q. R. P. two squares, 

then eicchange Pawns, and easily draw the game, therefore, 
k. to Q. Kt. third square 2. If he were to play Q. R. Pawn 
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two squares^ he would lose^ because you would play Q. R. P. 
two squares, checkuu; him, and then advauce Q. Kt. P. there- 
fore Q. R. P. one square 

3. If you play the King, he will move Q. R. P. one square, exchange 

Pawns, and draw the game easily. If you play Q. R. P. two 
squares, he will move K« to Q. Kt. third square, and being able to 
g^n the opposition on your King, it will be a drawn game, as will 
be shewn at length in the seventh situation, therefore 
Q. R. P. one square 3. K. to Q. B. third square, and 

not to Q. Kt. third square, because you would gain the opposi- 
tion .by playing K. to Q. B. fourth square, and then Q. R. P. one 
square 

4. K. to Q. B. fourth square 4. K. to Q. Kt. third square 

5. If you play Q. R. P. one square, he will phiy K. to Q. B. third square 

as in the seventh situation, and if you play the King he will 
move Q. R. P.^ exchange Pawns, and draw the game. 

(B.) 

2. K. to Q; B. third square 

3. K. to adv. Q. R. fourth square 3. K. to Q. Kt. second square 

4. K. to adv. Q. Kt. fourth square 4. K. to Q.B. second square, or (F.) 

5. K. to adv. Q. R. third square 5. K. to Q. Kt. square 

6. Q. Kt. P. one square 6. K. to Q. R. square 

7. Q. Kt. P. one square 7. K. to Q. Kt. square 

8. Q. R. P. one square. You must move it two squares if his King 

were at Q. R. square 

8. K. to Q, R. square 

9. Q. R. P. one square 9. K. to Q. Kt. sqnere 

10. Q. R. P. one square 10. K. to Q. R. square 

11. Q. Kt. P. one square and you will win, the position being the same 

as the one already given. 

(C) 

3. K. to Q. Kt. second square 

4. K. to adv. Q. Kt, fourth square, and the position is the same as in 
Var. (B.) 



fonrth square 
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(D.) 

4. K. to Q. R third square 

5. K. to adv. Q. B. third square 5. K. to Q. R. fourth square 

6. K. to adr. Q. Kt. second square 6. Q. R. P. one square 

7. K. to adr. Q. R. second square 7. K. to adv. Q. Kt. foa 

8. K. takes P. 8. K. takes P. 

9. Q. R. P. one square 9. K. to adv. .Q. Kt. fourth square 
10. K. to adv. Q. Kt. third square^ and evidently wins. 

(E.) 

6. Q. R. P. one square 

7. K. to adv. Q. R. third square 7. K. takes P. 

8. K. tak^es P. 8. K. to adv. Q. B. fourth square 

9. K. to adv. Q. Kt. third square^ and evidently wins. 



4. P. one square and checks 

5. K. to Q. B. second square 

6. K. to Q. Kt. second square 

7. K. to Q. B. second square 

8. K. to Q. Kt. second square 
^. ^ -J 9. K. toQ. Kt. square 

10. K. to adv. Q. B. third square 10. K. to Q. R. second square 

11. K. to adv. Q. B. second square II. K. to Q. R. square 

12. K. to Q. Kt. third square, wins the Pawn and the game. 



5. K. to adv. Q. B. fourth square 

6. Q. R. P. .two squares 

7. Q. R. P. one square 

8. Q. Kt. P. one square 

9. K. to adv. Q. third square 



SEVENTH SITUATION. 



WRITE. 

King at Q. B. fourth square 
Pawn at Q. Kt. fourth square 
Pawn at Q. R. fourth square 



BLACK. 

King at Q. B. third square 
Pawn at Q. R. third square 
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The event of this position depends entirely on the 
moye ; if the White play fost, the game will be drawn, 
but if the Black begin, he will lose ; for example : sup- 
pose the White begin. 

1. K. to Q. fomth tqoare, or (A.) 1. K. to Q. third square 

2. K. to his fourth sq. or (B.) 2. K. to his third square 

3. If you advance the Q. Kt. Pawn, he will exchange Pawns, and be 

' able to stop the other Pawn, therefore 
K. to K. B. fourth sq. or (C.) 3. K. to Q. fourth square. Had 
he played K. to K. B. third square, continuing the opporilkm, he 
would ha^e lost the game : see (D.) 

4. K. to his third square 4. K. to adv. Q. B. fourth square 

5. Q. Kt. P. one square 5. P. talies P. 

6. If you take his Pawn he will take ^ours, and if you play 

P. to adv. K. R. fourth square 6. K. to Q. B. fourth square, or he 
might play his Pawn one square 

7. K. to Q. third square 7. P. one square 

8. K. to Q. B. second square 8. K. to Q. Kt. fourth squKTe 

9. The game is evidently drawn, /or though you must lose your Pawn, 

yet you can prevent his Pawn advancing to Queen. 

(A.) 

1. Q. R. P. one square 1. K. to Q. third square 

2. If you advance Q. Kt. P., he will take it and be in time to stop the 

Rook's Pawn with the King, therefore 
K. to Q. fourth square 2. K. to Q. B. third square 

3. If you play K. to adv. K. fourth square, he will win both your Pawns, 

therefore, 

K. to Q. 3. third square 3. K. to Q. Kt. fourth square^ 

4. K. to Q. Kt. thurd square 4. K. to Q. B. third square 

5. K. to Q. R. fourth square 5. K. to Q. Kt< second square 

6. K. to Q. R» third square 6. K. to Q. B. third square 

7. K. to Q. Kt. third square 7. K. to Q. Kt. fourth square 

8. K. to Q.B. third square 8. K. to Q. B. tiilrd square 

l2 
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The game is evidently drawn. 

(B.) 

2. K. to Q. third square 2. K. ^o Q. second square^ ready to 

resume the opposition if the White play his King to Q. B. fourth 
square, Q. fourth square, or to K. fourth square. If instead of 
this move, Black had played K. to Q. fourth square, he would 
have lost the game, because White would be able to gain the op- 
position : see (E.) 

3. K. to Q. second square 3. K. to Q. square 

4. K. to Q. B. second square 4. K. to Q. B. square 

5. K. to Q. B. square 5. K. to Q. B. second square 

6. K. to Q. B. second square 6. K. to Q. B. third square 

7. K. to Q. B. third square 7. K. to Q. B. second square, and 

by thus playing his King so as to be able to gain the opposition 
when the white King is played to Q. B. fourth square, Q. fourth 
square, or K. fourth square, the Black will be able to draw the, 
game. Tlie Black must be careful to retrograde his King on the 
same file as the White, and within one, three, or five squares 
from him, and on no account to suffer the White to play his King 
to Black Q. B. fourth square, Q. fourth square, or K. fourth 

square. 

(C.) 

3. Q, R. P. one square 3. K. to Q. third square 

4. K. to Q. fourth square 4. K. to Q. B. third square 

5. If you play K. to adv. K. fourth square, he will play K. to Q. Kt. 

fourth square, winning the Pawns, therefore 
K. to Q. B. third square 

The position is now the same as in Variation (A.) 

(D.) 

3. K. to K. B. third square 
4. K. Kt. P. puetquare 4. P. takes P. 



227 

5. It would be wrong to take the Pawn, because the Black would easily 
^ . stop yours. You ought to play 

P. to adv. Q. R. fourth square 5. It is evident that the Black must 
lose because his King is unable to preveht your Pawn from ad- 
vandng to Queen, and if he move his Pawn, your King will 
stop it. 

(E.) 

2. K. to Q. fourth square 

3. K. to Q. B. third square 3. If he play K. to Q. B. third 

square, or to Q. third square, you will evidently gain the opposi- 
tion, and be able to win, as will presently be shewn. If he play 
K. to K. third square, you vnll also win by playing K. to Q. B. 
fourth square, which will enable you to gain the opposition the 
next move. 

But suppose he play 

Q. R. P. one square 

4. Q. Kt. P. one square 4. K. to Q. B. fo^urth square 

5. K. to Q. third square 5. If he play K. to adv. Q. Kt. fourth 

square, your Q. Kt. Pawn wiU become a Queen in three moves, 
and will easily win, therefore K. to Q. fourth square 

6. K. to his third square 6. K. to his fourth sqdare 

7. K. to K. B. third square 7. If he play K. to K. B. fourth 

square, or to adv. Q. fourth square, you should advance Q. Kt. P. 
to Queen. But if K. to Q. fourth square 

8. K. to K. B. fourth square 8. K. to Q. third square 

9. K. to his fourth square 9. K. to his third square 

10. K. to Q. fourth square 10. K.to Q. third square 

11. K. to Q. B. fourth square 11. K. to Q. second square 

12. K. to adv. Q. B. fourth square 12. K. to Q. B. second square 
iS. Q. Kt. P. checks 13. K. to Q. Kt. second square 

14. K. to adv. Q. Kt. fourth square . 14. K. to Q. Kt. square 

15. K. takes P. and wins easily. . 
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I beg your particular attention to the following re- 
marks on this Variation (E.) The Black's second 
mote (K. to Q. fourth square,) which appeared to be a 
good one» was, in fact, a very bad one, because, although 
he continued the opposition on your King, yet on the 
fourth move he was compelled either to abandon it, 
(because your Q. Kt. P. prevented his playing the King 
to Q. B. fourth square,) or to play his Pawn one square, 
thus enabling you to advance your Pawn one square 
nearer to Queen, and confining his King, of necessity^ 
to a few squares, in order to prevent its becoming a 
Queen. You were, consequently, able to play your 
King, so as to force his King a rank lower, and though 
he had again gained the opposition on the tenth move, 
yet it was of no use to him, because he could not keep 
it, owing to the position of your Q. Kt. P., which pre- 
vented his playing the King on the eleventh move to 
his Q. B« third square. These moves will teach you 
that it is not enough to have gained the opposition ; 
you must also examine attentively if there be no Pawn 
which will prevent your keeping it. 

If the Black had had the first move, yon would have 
won the game ; for example : 

BLACK. WHITE. 

1. K. to Q. third sq. or (F.) (O.) 1. K. to Q. fourth square 

2. If he play K. to K. third square, you should play K. to adv. Q. B. 

fourth M|iMre» aad then to adr, Q. Kt. third square ; but if he 
play 
K. to Q. B. tbhrd square 2. K. to adv. K. fourth square 

. to Q. second square 3. K. to ad?.' Q. fourth square 
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4. K. to Q. B. second square 

5. K. to Q. Kt. second square 

6. K. to Q. Kt. third square 

7. K. to Q. JCt. second square 

8. K. to Q. Kt. square 

9. K. to Q. R. second square . 
10. K. to Q. R. square 



gains tlie Pawn, and wins, of course, easily. 



4. K. to adv. Q. B. fourth square 

5. K. to adr. Q. third square 

6. K. to adv. Q. second square 

7. Q.R. P. one square 

8. K. to adv. Q. B. third square 

9. K. to adv. Q.B. second square 
10. K. to adv. Q. Kt. third square. 



(F.) 



1. K. to Q. Kt. third square 

2. K. to Q. B. second square 

3. K. to Q, Kt. second square 



1. K. to adv. Q. fourth square 

2. K. to adv. Q. B. fourth square 

3. K. to adv. Q. third square 



The position is the same as on the fifth move. 



(G.) 



1. Q. R. P. one square 1. Q. Kt. P. checks 

2. K. to Q. Kt. third square 2. K. to adv. Q. fourth square 

3. K. to Q. Kt. second sq. or (H.) 3. K. to adv. Q. B. fourth square 

4. K. to Q. R. second square 4. K. to adv. Q. B. third square j if, 

instead of this move, you had checlced with Q. Kt. P. the game 
would have been drawn : see (I.) 

5. K. to Q. Kt. square 5. K. to adv. Q. Kt. third square, 

wins the Pawn and the game. 



(10 



4. Q. Kt. P. checks 
5. K. to Q, R. third square 5. You are now compelled either to 

lose the Q. Kt. P. or to play K. to adv. Q. B. third square, stale- 
mafing the Black ; the game is consequently drawn. 
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(H.) 

3. K. to Q. B. second sqnare 3. K. to adv. K. third square 

4. K. to Q. Kt. third square 4. K. to adv. Q. third square 

5. K. to Q. Kt. second square 5. K. to adv. Q. B. fourth square 

6. K. to Q. B. second square 6. <^ Kt. P. checks 

7. K. to Q. Kt. second s<iuare 7. K. to adv. Q. Kt. fourth square, 

wins the Pawa, and consequently the game. 



EIGHTH SITUATION. 

WHITE BLACK. 

King at adv. K. fourth square King at K. B. square 

Pawn at adv. K. B. third sq. Pawn at K. Kt. third square 

Pawn at adv. K.'Kt. fourth sq. 

In this sitiiatioD, White will win whether he have 
the move or not, but it can only be won by judiciously 
sacrificing the K. B. Pawn. 

Suppose the White begin. 

WHITE. BLACK. 

1. K. B. P. one square 1. King talces Pawn ; if instead of 

taking the Pawn, he should play K. to K. Kt. second square or 
to K. second square, you should advance the Pawn to Queen and 
then play K. to adv. K. B. third square 

2. K. to adv. Q. third square 2. K. to K. B. square 

3. K. to adv. K. third square 3. K. to K. Ktl second square 

4. K. to adv. K. secondjquare 4. K. to K. Kt. square 

5. K. to adv. K. B. third square 5. K. to K. R. second square 

6. K. to adv. K. B. second square 6. K. to K. R. square 

7. K. takes Pawn and being at the Pawn's sixth square, will of course 

win, as has been already explained, page 184. 

Suppose the Black begin. 
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BLACK. WHITE. 

1. K. to K. B. second square 1. K. to adv. Q. third siquare 

2. If he play King to his square, you may play King to adv. King third 

square, and then advance the K. B. P. But suppose he play 
K. to K. B. square 2. K. B. P. one square 

3. K. takes P. , 3. K. to adv. Q. second square 

4. k. to K. Kt. square 4. K. to adv. K. third square 

5. K. to K. Kt. second square 5. K. to adv. King second square^ 

then to adv. K. B. tliird square^ &c. 



NINTH SITUATION. 

WHITE. BLACK. 

King at his fourth square King at his second square 

. Pawn at adv. K. B. fourth sq. Pawn at K. B. third square 

Pawn at K. Kt. fourth square 

In this situation the game will be drawn, whether the 
Black or the White begin. 
Suppose the Black begin. 



BLACK. WHITE. 

1. K. to Q. second square^ or (A.) 1. K. to Q. third square 

2. K. to Q. B. second square 2. K. to Q. B. third square ~ 

3. K. to Q. Kt. second square 3. If you were to play the King 

to the Q. Kt. file you would lose, because he would advance 
K. Kt. ^. to Queen, therefore 

K. to Q. third square 

4. K. to Q. Kt. third square 4. K. to Q. fourth square 

5. K. to Q. B. third square 5. K. to Q. B. fourth square 

6. K. to Q. Kt. third square 6. K. to Q. fourth square 

7. K. to Q. Kt. fourth square 7. K. to adv. Q. fourth square 

8. K. to adv. Q. Kt. fourth square 8. K. to Q. fourth square 

9. K. to adv. Q. R.iburth square 9. K. to Q. B. fourth square 
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10. K. to Q. R. fourth square 

11. K. to Q. R. third square 

12. K. to a Kt. third square 



10. K. to adv. Q. B. fourth square 

11. K. to Q, B. fourth square 

12. K. to Q. fourth square 



It is evident that the Black caDUot gain the opposi- 
tion, and consequently the game is drawn. If Black 
instead of moving the King were to advance K. Kt 
Pawn, White would, win that Pawn and be able to 
prevent the other from becoming a Queen. 

(A.) 

1. K. to K. B. second square 1. K. to K. B. third square 

2. K. to K. Kt. second square 2. K. to K. Kt. third square ; if yon 

had played King to K. Kt. fourth square, you would hare lost the 
game, (see fi.) 



3. K. to K. R; third square 

4. K. to K. R. second square 

5. K. to K. Kt. second square 

6. K. to K. B. second squai'e 



3. K. to K. Kt. fourth square 

4. K. to K. Kt. third square 

5. K. to K. B. third square 

6. K. to his third square 



The game is drawn as the Black c£(nnot pass on 
either side so as to play before his Pawns. 



3. K. to K. R. third square 

4. K. to K. R. fourth square 

5. K. I^t. P. checks 



(BO 

2. K. to K. Kt. fourth square 

3. K. to K. Kt. tliird square 

4. K. to K. R. third square 

5. K. to K. Kt. third square 



6. K. to K. Kt. fourth square, wins the Pawn and the game. 

You will observe by this Variation, that it is of the 
greatest consequence so to play your King that when 
the Black plays his King to his K. R. third square, 
you may be able to play your's to your K. Kt. fourth 
square, and thus prevent his winning your Pawn. 
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CHAPTER LVIII. 

A King and two separated Pawns against a King and 

Pawn. 

Generally speaking the two Pawns win, but 
there are several exceptions which shall be pointed out. 



FIRST SITUATION. 

WHITE. BLACK. 

King at hU second square King at adv. K. fourth square 

Pawn at Q. R. third square Pawn at adr. K. Kt. fourth «iq. 

Pawn at K. Kt. third square 

In similar positions the two Pawns inyariably win ; all 
you have to do is to Advance your Q. R, Pawn which 
will compel the Black to move his King to stop it, you 
then move your King to take his Pawn ; for example : 

1. Q. R. P. one square 1. K. to adv. Q. fourth square 

2. Q. R. P. one square 2. K. to Q. B. fourth square 

3. K. to his third square 3. K. to Q.' Kt. fourth square 

4. K. to K. B. fourth square 4. K. takes Pawn 

5. K. takes P. and wius with ease. 



SECOND SITUATION. 

W.HITE. BLACK. 

King at adv. K. fourth square King at Q. seeond square 
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WHITE. BLACK. 

Pawn at K. R. second square Pawn at K. Kt. second sqnare 
Pawn at adv. Q. third square 

In this situation it 'would not be good play to aban- 
don the Q. Pawn^ because your adversary would .be 
able to draw the game ; for example : 

WHITE. BLACK. 

1. K. to adv. K. B. fourth square 1. K. takes P. 

2. K. to adv. K. Kt. 3d. sq. (or A.) 2. K. to his fourth square 

3. K. ukes P. (or B.) 3. K. to K. B. fourth square, and 

wiU win the Pawn by playing to K. Kt. fourth square/ or to adv. 
K. Kt. fourth square. 

(A.) 

WHITE. BLACK. 

2. K. R. P. two squares 2. K. to his second square 

3. K. fo adv. K. Kt. third square 3. K. to K. B. square 

4. K. R. P. one square . 4. K. t6 K. Kt. square 

You cannot prevent the Black from moving alter- 
nately to his K. R. square, K. Kt. square, or K. R« 
second square, defending his Pawn ; therefore as you 
cannot gain his Pawn, the game must be drawn, for 
you cannot advance your's, without his taking it. If 
on the fourth move instead of playing K. R. P, one 
square, you had 'played K. to adv. K. R. second square. 
Black would have played his King alternately to K. B. 
square and K. B. second square, still defending his 
Pawn, and consequently drawing the game. 
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(B.) 

d. K. R. P. two squares 3. K. to adv. K. B. foujth square 

4. If yon take his Pawn he will attack yours, and take it the next moire» 

and if 
K. R. P. one square 4. K. to adv. K. Kt. fourth square 

5. You cannot do better than take his Pawn, he will then take yours^ 

and the game is drawn. 

The game may however be easily won, if you play 
properly ; instead of abandoning your Q. P. on the first 
move, you should play as follows : 

1. K. R. P. two squares 1. K. Kt. P. one square, or (C.) 

2. K. to adv. K. B. third square 2. K. takes P. 

3. K. takes P. 3. K. to his second square 

4. K. to adv. K. Kt. second square, and advances the Pawn in four 

moves to Queen. 

(C.) 

1. K. R. P. two squares 1. K. toQ. square 

2. K. R. P. one square ^ 2. K. to Q. second square 

3. K. to adv. Q. fourth square 3. K. to Q. square 

4. K. to adv. K. third square 4. K. to his square 

5. Q. P. checks '5. K. to Q. square 

6. K. to adv. Q. third square 6. K. Kt. P. one or two squares 

7. You should not take the Pawn, because Black would be stalemated ; 

you ought to play your Pawn to adv. K. R. third square, and in 
two moves more, you make a Queen or Rook, giving at the same 
time checkmate. 

You might also win by playing your King the first 
move, but it is more difficult ; for example : 
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WHITB. BLACK. 

1. K. to adv. Q. fourth square I. K. Kt. P. two squares 

2. K. R. P. one square. Any •ther move would prevent your wboing 

the game : see (D.) 2* K. to Q. square 

3. It would not be good play to move the King to adr. K. fourth square : 

see (E.) you ought to play 
K. to adv. K. thfa^ square 3. K. to K. square 

4. K. to adv. K. B. fourth square : 4. K. to Q. second square 

it ^ould be bad play to advance 
Q. P. : see (F.) 

5. K. takes P. 5. K. takes P. 

6. K. to adv. K. Rt. third square 6. K. to K. second square 

7. K. to adv. K. Kt. second square, and afterwards advances the Pawn 

in five moves to Queen* 

(D.) 

2. K. to adv. K. fourth square 2. K, Kt. P. one square 

3. If you abandon your Q. P., he will take it and be in time to stop 

your Pawn by playing his King to his second square^ then to K. 
B. square and K. Kt. square, &c. ; but if you play 
•K. to adv. Q. fourth square 3. K. to Q. square 

4. K. to adv. K. third square 4. K. to his square 

5. Q. P. checks 5. K. to Q. square 

6. K. to adv. Q. third square 6. K. Kt. P. one square 

7. If you do not take the Pawn, he will advance it to Queen and win 

the game, and if you take it the Black is stalemated. 

(E.) 

3. K. to adv. K. fourth square 3. K. to Q. second square 

4. You might still win the game by playing your King to adv. Q. fourth 

square, and afterwards to adv. K. third square as already shewn ; 
but if you abandon your Pawn, yovi cannot win ; for example : 
K. to adv. K. B. fourth square 4. K. takes Q. P. 

5. K. takes P. 5. K. to his second square 

6. K. to adv. K. Kt. third square 6. K. to K. B. square 



887. 

i^ 7. If yoa permit him to oocapy K. Kt. sqaare* he wlU eaiUy draw the 

f . game as already ezplauedy Chapter LIV. If you play K« to 

^ ad?. K. R. second sqaare^ he will play K. alternately to K. B. 

square, and K. B. second square, and as your Pawn cannot ad- 

rance to Queen while your King continues on the Rook's file, the 

game will be drawn, because the moment your King quits the 

^ Rook's file. Black will be able to play his King to K. Kt. square, 

and draw the game as before observed. 

(F.) 

4. Q. P. checks 4. K. to Q. square 

^ 5. If you abandon Q. P. he will take it and be in time to stop your 
Q. R. P. ; but if you play 
K. to adv. Q. third square 5. K. Kt. P. one square 

6. If you advance your Pawn, he will make a Queen first and win the 
game : you must therefore take his Pawn and stalemate him. 



THIRD SITUATION. 



WHITB. 

King at Q. third square 

Q. R. P. at its fourth square 

Q. B. P. at its fourth square 



BLACK. 

King at Q. B. fourth square 
Pawn at K. Kt. fourth square 



In this sitaation, if Black have the move, he can 
draw the game by advancing his Pawn ; you must play 
your King iknmediately in order to stop it: he will 
again advance it, and afterwards take your Q. B, P. 
and then your Q. B. P. 

But if you have the move, you will win the game by 
playing your Q. B. P. one square, for though by ad- 
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vancing his Pawn he will compel yoa to play your King 
towards it, yet he cannot take yonr Q. B. P. without 
allowing your Q. R. P. to advance to Queen, owing to 
your Pawns being at the distance of a KnighCs move 
from each other: this has been fully explained, -Chap, 
xxxii. page 126. 



FOURTH SITUATION. 

WHITE. BLACK. 

King at his secoDd sqaare King at ady. K. fourth square 

PawD at K. Kt. second square Pawn at adv. K. B. fourth square 

Pawn at adv. K. R. fourth square 

In this position the game is drawn. It matters not 
which begins ; for example : suppose the White begin. 

1. K. to K. B. second square 1. K. to K. B. fourth square 

2. K. to K. B. third square 2. K. to K.^Kt. fourth square 

3. K. to K. B. second square 3. K. to adv. K. Kt. fourth square 

4. K. to K, B. square, or (A.) 4. K. to adv. K. Kt. third square 

5. K. to K. Kt. square 5. If he. advance K. R. P. you should 

take it, and if he retakes, you play your King to K. B. second 
square, and easily draw : if he advance the K. B. Pawn, you alf o 
take and easily draw the game against a Rook's Pawn. Vou 
should be careful so to play your King, that when the black King 
is played to your K. Kt. third square, you may be able to play 
yours to K. Kt. square, which compels him either to advance one 
of the Pawns, or play the Kang back, and makes it easy for you 
to draw the game. You will not, however, lose, if yoti play your 
King differently, hut it requires more care; foresunple: sup- 
pose on the fourth move you play as follows : . 
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(A.) 

WHITE. BLACK. 

4. K. to K. Kt. square 4. K. to adv. K. Kt. third square 

5. K. to K. B. square, if you play to K. R. square, you would lose, see 

m,) 5. If he advance either Pawn, you 

should take it and you will easily stop the other. If he play 

K. to adv. iC. R. second square 

6. K. to K. B. second square 6. K. to adv. K. R. square 

7. If you playK. to K. B. third square, you will lose, see (C), therefore 
K. to K. B. square 7. If he play either of the Pawns, 

you should take it, but if he play K. to K. R. second square, you 
play K. to K. B. second square, &c. and continually repeating 
the same moves the game will evidently be drawn. 

(B.) 

5. K. to K. R. square 5. K. to adv. K. B. second square 

6. K. to K. R. second square ; if instead of this move you play the Pawn 

one or two squares, he ought not to take it, he should move K. 
B. P. one square, then K. to adv. K. second square and after- 
wards advance K. B. Pawn to Queen. 

6. K. to ady. K. B. square 

7. If you play K. to K. R. third square, he will play, as in Var. (C. ;) if 

you advance the Pawn he will take it and easily win, therefore 
K. to K. R. square 7. K. R. P. one square 

8. Pawn takes Pawn, or (D.) 8. Pawn one square 

9. Pawn one square ' 9. Pawn one square 

10. Pawn one square 10. K. to adv. K. second square 

11. Pawn one square II. Pawn becomes a Queen, & wins 

easily 

(C.) 
7* K. to K. B. third square 7. K. to adv. K. Kt. square 

8. If you do not take the Pawn, he will take yours, and advance one of 

his to Queen; If you advance your Pawn he will take it en 
pasiani, and easily win, therefore 
K. takes K. B. P. 8. K. takes K. Kt. P. and after- 

wards advances K. R. P. to Queen. 
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(D.) 

8. K. Kt. P. one or two squareg 8. Mast not take Pawn, because 

White could be stalemated ; he ought to play 

K. B. P. one square 

9. Pawn one square 9. K. B. P. one square ' 

10. Pawn one square 10. K. to adv. K. second square 

1 1 . Pftwn one square 1 1 . Pawn becomes a Queen, checks 

and checkmates the next more. 

It would be foreign to an elementary work, to enter v 
into more difficult combinations of Pieces and Pawns; 
these must be reserved for a separate Treatise in which 
I shall teach the Amateur the various openings of 
games, the difficult checkmates and ends of games. p^ 

A. 1 • 

By an attentive study of this volume, if I mistake^ 
not, the reader will soon find, when he begins to play t v 
games, that he has already made considerable advance- 
ment in the science of Chess, and will frequently, bc^ . 
able to avail himself of those rules and observations^ ^| 
which it has been my endeavour to inculcate in thil^ ; ' 
work. >\ 



THB END. 



C. HicHARDS, Printer, 100, St. Martin'a-lane, Charing-eroi 
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